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FOREWORD 


In early October 1996, 18 about-to-be Red Storm Founder 


Members, myself, and Tom Clancy met in Colonial 
Williamsburg, Virginia for a weekend to get to know each other, 
have a lot of fun, discuss where we wanted to take Red Storm 
Entertainment, and brainstorm potential products. Tom's base- 
ball team, the Orioles, were in the play-offs that fall, buc he was 
so engrossed in the excitement that the meeting generated chat 
he ignored the TV while we were talking. 

We stopped the brainstorm when we had reached nearly 100 
titles and started to focus on what we thought the market want- 
ed and what we could achieve wich the scant resources available 
to the fledgling company. Out of this came four game ideas and 
one was a “sort of hostage rescue game.” Thus was born 
Rainbow Six. 

After several weeks of design work we had a basis to start on 
the product in late November. The early team was only four 
strong, and it was obvious that we needed more people. 
Fortunately for us, along came Carl Schnurr as the producer, 
capital from Pearson plc., and some excellent responses to our 
recruiting advertisements. But it was not unul about July 1997 
that we were really able to open the chrocle and start full devel- 
opment. 

| would like to take the opportunity here to express my 
thanks and admiration to the dedicated team that made this all 
possible. They have coped wich the ups and downs of develop- 
ment wich unfailing good humor, they have never given up, and 
they are some of the finest people l have met since moving to 
the USA from the UK some two vears ago. They roundly deserve 
the acclaim that Il expect to be fortheoming in the next few 
months. 

Tom was involved wich the game from that first meeting. He 
fed in brilliant insights to che developing back story and was able 
to put us in touch wich a cohort of experts who had done this 
for real. Then, during one of his regular visits to Red Storm, he 
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announced that his next book was going to be about antiterror- 


ism and it was an obvious move to make sure that we stayed 
close to Tom as he developed his ideas and, where applicable, 
align the game with them. 

We kicked around a numher of tides, and Tom came up with 
this: RAINBOW is the secret international organization set up 
by governments to have a ready response team to deal with 
potenually explosive incidents. There surely is a need for such an 
organization, and it may already exist. However, looking back at 
the most recent outrage in Peru, it would seem chat neither Peru 
nor Japan is party to any such agreement. John Clark, as the 
head of the organization, would have the short uile of Six. 
Hence Rainbow Six. 

Thus is a gripping plot, one that could happen at any ume, 
and we have tried to ensure that it is as realistic as possible. 

With the aid of this excellent guide, your mission is to “Save 
the World.” Good luck. We are all depending on vou. 


Doug Littlejohns 
CEO &” President, Red Storm Entertainment 


p R Tom Clancy's ___ 


INTRODUCTION 


Mr. Clark Returns 
Tom Clancy, master of the techno-thriller, has written numerous 
best-selling novels. His first few dealt with the Cold War and 


tensions between East and West, bur as relations thawed Clancy 


evolved and he continues writing frighteningly realistic, relevant 


novels. 


Global nuclear holocaust may seem less likely to us than it 


once did, but far more sinister dangers lurk in today's shadows. 


ICBMs have been replaced by small nuclear devices—"suitcase 
nukes’—anyone could carry from one country into another. 


Chemical and biological weapons can cause as much death as a 


world war. 


Terrorism is the new threat to world peace. Large-scale war- 


fare is too expensive for all but a handful of countries. But a 


rogue nation could bring a superpower to its knees using only a 


few people armed with these weapons of mass destruction. Such 


weapons became more available wich the collapse of the Soviet 


Union and the ensuing instability. Now, powerful and deadly 


weapons are available to the highest bidder, whether small coun- 


try, disaffected group, or business corporation. 
One needn't look far to find terrorism. As this book goes to 


print, real-world terrorists have just bombed U.S. embassies in 


Kenya and Tanzania. The need exists for an international antiter- 


rorist team: RAINBOW may exist. Weld never know. 
Although board games and computer simulations have been 


designed based on Clancy novels, including 7he Hunt for Red 


October and Red Storm Rising, they dont approach the level of 


Rainbow Six. Novel and game go hand-in-hand, involving the 


reader in the game and the player in the book. 


How to Use This Guide 


” 


This guide will help you become an efficient soldier in the war 


against terrorism. Rainbow Six is unlike any game you ve played 


before. You must combine strategy, tactics, and eye-hand coordi- 


„in 


vk 
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nation to make your way through to the game's climactic finale. 


Because youre probably not expert in the techniques of antiter- 
rorism and hostage rescue, this book takes vau step-by-step, giv- 
ing you the information vou need to lead RAINBOW to victory. 

The first chapter covers the skills you need to progress 
through the game. It includes tutorials where you can practice 
what you learn. Chapter 2 provides dossiers on each RAINBOW 
operative, as well as important information on how to use them. 
RAINBOW provides an arsenal of weapons and equipment for 
battling terrorists; Chapter 3 goes over each item you can carry 
and how to use it best. The fourth chapter discusses tactics for 
completing vour missions. It includes more tutorials to help vou 
reach the operational level necessary to tackle the campaign. 

You cant just run through a mission, blowing everyone away 
single-handedly. You must organize various opcratives into 
teams. To have each do what must be done, you must plan each 
mission in detail. Chapter 5 gives you the plan on planning. 
Next, Chapter 6 provides strategies, tactics, and maps for each of 
the campaign's 16 missions. 

Finally, Chapter 7 covers the game's extensive muluplayer 
capability, providing ups for working with other players, as well 
as for defeating them. 

Section 2 of this book (starting with Chapter 8) covers the 
Eagle Watch Misston Pack. This addition begins where the origi 
nal game left off. Terrorists are continuing their hostile actions 
against innocents. This time, they have chosen some exotic loca- 
tions as well as one close to home. The four new operatives and 
the new weapons are covered in Chapter 8. The Mission Pack 
includes five new and challenging missions. Chapter 9 helps you 
plan effective and successful strategies and tactics to accomplish 
each of the new misstons with no loss of life to your team or the 
hostages it must rescue. 

Chapter 10 covers the new types of multplayer games in the 
Misston Pack as well as tips for each of the new maps. Finally, 


Appendix A provides a list of all operatives on the Rainbow 
team, and their skall fevels from both the original game and the 
Eagle Warch Mission Pack. 
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GHAPTER ONE 


BAalL 
TRAINING 


| „ | Controlling the 
et ee 1f | Characters 

en, | During any mission, you control one team 
member directly. The others rely on orders you 
issue during the planning phase. (Chapter 5 
evvers- planning in detail.) 

Control breaks down into movement and 
weapons. In comhat, you must handle hoth 
smoothly and simultaneously. To achieve this, 
— Ue _— Birst master them individually and then pur 


them vopether. 


Movement 


In Rainbow Six you may choose how to control 
your team members during a mission. Using 
the numeric keypad allows vou to move for- 
ward and backward and turn in both direc- 
tons. Hold down (S] as you turn to strafe left 
or right. This is similar to controls in some 
first-person shooter games, and you may feel 
most comfortable with it. Il recommend the 
second, more adh anced method, however, using mouse and keyboard together. This may take get- 
ng used to, but it's far superior to the first method. 
The advanced control uses the arrow keys to move forward and backward and strafe left and 
right. The mouse controls the direction your character faces, as well as the elevation of his or her 
line of sight. Move the mouse forward to look up and back to look down, for example. Left and 


right motions ten your character in the corresponding direction. Press the right-hand mouse 
button to run as you move forward. 


To crouch to avoid exposure, press(eno). Press (0) on the 
keypad to manipulate your environment—open doors, climb 
ladders, surmount obstacles, and the like. You may have 
noticed that “jump” is missing. This is intentional. Jumping is 


an uncontrolled movement: once youre in the air, you cant 
stop or change direction until your feet hit the ground again. 
Teams such as Rainbow avoid uncontrolled movement. Their 
missions are difficult and deadly enough without further vari- 
ables. Besides, none of the training exercises or missions require 
jumping. 


Fr The Obstacle Course 


To practice what you've learned about movement, 
select Training from the main menu. Under Fire 
and Movement, highlight Obstacle Course, and 
then click Start Tutorial. You'll get control of 
Rainbow team member Ding Chavez, and begin at 
one end of the course. Press to toggle between 
first- and third person views. For this exercise, you'll 
use third-person. 

The maze lies straight ahead. The lower-right 
corner of the screen displays a minimap of your sur- 
roundings. Press or (1) to zoom in and out, and 
Fig. 1-1. The Obstacle Course tests for a full-screen view of the map. Press (M) again 
ron or oee e to return to action view. Using the mouse to “steer,” press the 

arrow keys to move through the maze to the end. 


Map 1-1: Obstacle Course 


water hazard ladders 


end 


logs cargo net 
stairs short wall 
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When you exit the maze, you ll come to a short 
flight of stairs. Climb up and walk off the end to 
fall back to the ground. The next obstacle is a pair 
of logs: holding down the right mouse button, run 
forward to clear the logs easily. Next, you face a 
pair of walls, the first short and the other of medi- 
um height. Move close to the first and press keypad 
(0). Chavez will climb to the top. Walk off the 
other edge and repeat at the next wall. 

Now, carefully cross the wood planks over the 
water hazard. This is good practice for negotiang 


ledges and other narrow paths. ‘Try this looking 
down and straight ahead, in both first- and third-person views. Fig. 1-2. The water hazard requires 
k " ee $ d careful footwork. 

IF you fall off, move to the waters edge and press (0) to climb 
out. 

Your final obstacle is the climbing platform. Move close to 
the cargo net and press (0) to climb. Press the arrow key as if 
you were moving forward to continue to the top. Hold down 
the right-hand mouse button to climb more quick- 
ly. At the top, move across the platform to a ladder. 
Press (0) again 
to climb down. 

Congratulations! You've completed the Obstacle 
Course and are ready for weapons training. 


Firearms 

Moving can be fun, but this game is about combat. 
‘The weapons in Rainbow Six are realistically mod- 

eled after weapons antiterrorist groups actually use. 


Chapter 3 covers weapons in greater detail. Before 


heading out to the Shooting Range, read over the Fig. 1-3. At the climbing platform you 
following paragraphs. must climb up a cargo net and down a 


: ; ladder. 
You practiced advanced control earlier, and vou'll use it 


again. During the Obstacle Course exercise, a targeting reticle 
(a circle wich four lines extending in the four compass direc- 
tions) was always in the center of your view. The reticle shows 
you where your rounds probably will hit. Although the circle 
remains the same, the four short lines move out from the 


een a MAPTER ENE REEDE ee 
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The three-round 
burst is the best rate 
of fireediring missions. 
It's nearly as accurate as 
single-shot, yet packs a 
punch that will knock 
the target down. Use 
full-automatic only 
when you want to hose 
down an area with 
lead and you have 
ammunition to spare. 
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circle, reflecting the area where your bullets will strike, as accu- 
racy changes. You want to keep this area as small as possible. 

Factors affecting accuracy include fatigue, health, distrac- 
tions, and taking hits. As your character becomes tred or 
wounded, his or her accuracy decreases permanently for che 
rest of the mission. Distractions such as flashbangs, seeing a 
teammate or hostage go down, or hearing an alarm go off 
decrease accuracy temporarily. 

To fire a gun, click the left mouse button. You may select a 
rate of fire—that is, the number of rounds fired each time you 
click the mouse-for any gun. Each gun has a safety and singlc- 
shot setting. When the safety is on, the weapon wont fire. The 
single-shot setting fires one round each time you pull the trig- 
ger (click on the mouse). Submachine guns and rifles have two 
additional settings—three-round burst and full-automatic. The 
first fires three rounds and stops each time you click on the 
mouse. Full-automatic continues firing as long as you hold che 
fire button down unul the clip is empty. To change a weapons 
rate of fire, press (. ) on the keypad. 

Each firearm affords its own level of accuracy. A pistol is less 
accurate than a rifle, largely because of its shorter barrel. Rate 
of fire affects accuracy, as well. For example, firing at full-auto- 
matic, the first few rounds probably will hit the target, buc the 
remaining rounds will scatter. This is the main reason for the 
three-round burst setting: Studies show accuracy decreases dra- 
matically after firing three rounds. When a gun fires once, its 
recoil alters a weapon’s aim just a bit. The effects of multiple 
recoils in a short amount of tme during full-automatic firing 
can change the aim significandy. Any round that doesnt hit its 
target is wasted. All rounds of a chree-round burst should hit 
the target, and then allow the shooter to correct the aim and 
fire again. Full-automatic is suited only for spraying a lot of 
bullets into an area when accuracy and ammunition aren't con- 
cerns. Remember, a round that misses its target will hit some- 
thing. Take care that hostages and other team members aren't 
on the receiving end of your stray bullets. 


STRATEGY GUIDE 


A shooters motion also affects accuracy. When a 
person is walking, it's harder to keep a ftrearm 
trained on a target. Running increases the difficul- 
ty. When vou move, the gun tends to move up and 
down and side to side along with vour body. You'll 
notice how forward and backward motton affect 
accuracy, bur it's turning that really decreases ic. If 
possible, avoid turning and try to sidestep when 


you tire. 


Shooting Range 


Fig. 1-4. Three team members 
You can practice using all firearms in the Rainbow Six arsenal improve their firearms skills at the 
from all ranges at the Shooung Range. Select Shootung Range Ì PR ee no Aaemelcogiegikht 
. De S on d for a terrorist. 
from the training menu to go there. Your character will be 
armed with an HKMP5-A2, the best weapon available and 
extremely accurate. 
Walk toward the short range and up to the counter. To 
change the weapon's rate of fire, press kevpad (. }. Choose full- 
automatic, take aim at a target, and empty the clip. Most 
rounds should strike the target, but vou can see how they 
spread. Press Detere to load a second clip. Changing a magazine 
in Rainbow Six vakes ume, just as it does in real life. Select sin- 
gle-short and fire six rounds at another target. Notice that 


Map 1-2: Shooting Range 


short range 


medium range 


long range 


counter targets 


they're close together, with little spread. Finally, fire 
the remainder of the clip at the third target using 
three-round bursts. You'll notice the groupings are 
very close together—much better than on full-auto- 
matic. 

Reload and move to the walk-up range. Here 
you'll shoot at the black target as you walk along 
the short gravel path, both to practice shooting on 
the move and to see how such movement affects 
your accuracy. Press (2) on the regular keyboard to 
pull out your pistol and repeat the walk-up shooting 


exercise. You'll find the pistol isn't as accurate. ry it 


Fig. 1-5. Practice moving fire at out at the short range, too. 


vhn ae Next, move on to the medium range and try both weapons. 
For a better view of your targets and where your rounds hit, 
press to activate Sniper mode. This zooms in the view. 
You should discover that your accuracy decreases as range 
increases, especially when you fire at full-automatic. Do the 
same at the long range. 

After experimenting with the HKMPS-A2, exit the shoot- 
ing range and load the Shooting Range II tutorial. It's the same 
range, but now your character uses a CAR-15. This 
is a better weapon for shooting at long range, but 
take care using it at full-automatic. It tends to 
spread bullets all over the place—bad if hostages or 
other team members are near your target. You can 
get to the shooting range under Open Training at 
the Training menu, as well. Wich this, you can 
choose any team member and load them out with 
the weapons of your choice for additional practice. 


Fig. 1-6. Yon may need to use the 


Sniper view when firing at the long 
range, both to see where your shots 
hit and for targeting. 
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Breaching 


Most of Rainbow Stx's missions involve combat in urban envi- 
ronments, and nearly all require your teams to enter buildings. 
In chis section, you'll learn how to enter buildings using 
breaching devices and explosives. Your mother may have taught 
vou to knock, but antiterrorist tactics require you to open the 
doors for vourself. 

When you confront a closed door, vou must choose how 
you want to open it. To open a door normally, walk over to it 
and press keypad (0). Normally it takes a few seconds to open. 
If it takes a lot longer, it's locked. If silence is key to a mission, 
let vour character pick the lock. You do this the same way you 
open the door; it just takes a lor longer. A lockpick kit, either 
vour characters or another team member’s, will shorten the 
time it takes to pick a lock. 

When stealth isn't a factor, vou have more choices. Blasting 
a door's lock with a shotgun will open it easily. Or try a door 
charge. ‘This involves placing small amounts of 
explosives around a door, and then deronating them 
to blow it in, removing the door from vour path and 
stunning the rooms occupants for a moment. To use 
a door charge, select it as vour active item. Move to 
a door and click the mouse. It takes time to place 
the charge. Step back a bit and click the mouse 
again to detonate it. Quickly switch back to a gun 
before running into the room. 


Fig. 1-7. A few shotgun blasts will 


blow in most locked doors. 
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RAINBOWS 


Door Breaching 


Select Door Breaching from the Iraining menu to go to the 


Demolittons Range. Your character will be armed with a shot- 


gun and some breaching charges. Walk to the Breaching Room 


Map 1-3: Demolition Range 


tlashbang 
room 


grenade 
throw 


Fig. 1-8. The breaching charge is 


breaching 
room 


window 


Naer 


window 


and stand next to the door 
on the right. Press keypad 
(0). The door is locked, so 
hold down the key unul it 
opens. It would have taken 
less time if you'd had a 
loekpick kit. 

Sidestep to the center 
door and aim the shotgun 
at the lock. Fire until 1e 
blows open. You've just 
performed a shotgun 
breach. Now position your 
character in front of the 
last locked door. Press key- 
board (3) to select the 
breaching charge, and hold 
down the left mouse but- 
ton to place it. Now back 


away from the door and click the mouse again. 


This detonates the charge, blasting the door out 


of your way. The breaching charge also acts like 


a flashbang to those on the other side of the 


door. 


Place the other breaching charge on the door 
to the flashbang room. Then switch back to the 
shotgun or pistol. You needn't detonate the 
charge right away. When youre ready, make the 
charge your active item and click the mouse to 


ready to detonate. The explosion detonate it. You can practice more breaching, including using 


blasts the door in and stuns the 
rooms occupants. 
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the lockpick, at the Demolicions Range under Open Training. 
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Grenades 


Grenades can help significandy when it comes to entering a 
room or building safely. Rainbow operatives have two types at 
their disposal-tlashbangs and fragmentation grenades. 
Flashbangs explode with a loud noise and a bright flash of 
light. Theyre also called stun grenades, because this briefly 
stuns persons nearby. The effect lasts only a few seconds, but 
this can be long enough for your team to enter a room and kill 
all the terrorists within. 

Fragmentation grenades are those the military uses in com- 
bat. When they explode, they send shards of shrapnel flying in 
all directions, killing those close by and wounding others far- 
ther away. Take care when using fragmentation grenades; their 
blast radius may be greater than the distance your character can 
throw them. Make sure vou have some cover to hide behind 
after you throw one. 


Grenade Practice 

This exercise takes place on the Demolition Range. 
First, walk to che flashbang room and open the 
door any way vou choose. Press keyboard (3) to 
make flashbangs your current item. Aim the reucle 
at the door and press the mouse button. Release it 
to throw. The longer vou hold down the button, 
the farther you'll throw the grenade. If youre too 
close to the flashbang when it goes off, the screen 
will go black briefly: vou ve stunned vourself. Back 


away from the door or sidestep after throwing to 
avoid the blast. After a few tries, try running into B 4=9. Phronthe Geskibengithrouch 


the room after the grenade goes off without being stunned. the doorway. Don't stand too close, or 
you'll end up stunning yourself. 


inojis 


Fig. 1-10. Throw the fragmentation grenades 
over the tires, or you'll kill your character. 
Practice throwing grenades through the door- 
way as well as the windows. 


Fig. 1-11. Hide behind the crates as you move up the 


street. 
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Fig. 1-12. These are only pop-up targets. If they 
were real terrorists, you'd be in a lot of trouble if 
yon didn't take them down quickly. 
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Now walk to the grenade-throwing area, near 
the stacked tires. Many first-tme grenade-users 
stand right next to the tires. Often the grenade 
will hit the tires, fall next to your character, and 
kill him or her. Instead, back away from the tires a 
bit. Throw a flashbang or two over the tires before 
trying a fragmentation grenade. Move the reticle 
up and down to adjust your throwing angle. 
Throw a fragmentation grenade through the door 
of the mock building. If youre really good, try 
throwing a grenade through each window. For 
more practice using grenades, go to the 
Demolitions Range under Open Iraining. 


Additional Practice 


You've practiced shooting at stationary targets as 
you lean on a counter. It's time to advance to the 
next level. This section includes one more training 
exercise to give you the experience you'll need to 
progress to exercises where you face opposition. 


Fire and Movement 


The final training exercise involves both fire and 
movement. You must advance down a mock city 
street, taking out pop-up targets in the windows. 
Although you could move out into the open, 
practice using cover. 

In the middle of the street are several piles of 
crates. Run to the first and crouch. Shoot as many 
targets as you can from there. Slowly move out 
from behind the crates to take out the remainder. 
Run to the next stack and repeat. Continue 
toward the building at the end of the exercise area, 
where twelve targets will pop out all at once. 
During this exercise, practice using single-shot, 
three-round burst, and full-automatic. 
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BAAINBONS 


CHAPTER TWO 


THE TEAM 
MEMBERS 


Rainbow Stx purs vou in command of a team of 
20 operatives from around the world. Each has 
undue strengehs and weaknesses, It's up to you to 
assign them roles that maximize their skills. This 
chapter covers each Rainbow Six team member, 
providing background, personal information, 
aerributes, and suggestions for how best to use 
im or her during operational missions. 


Attributes 


Attributes fall into two categories, profile and 


skall. The first five stats are considered profiles. 
These are inherent or learned attributes chat 
demonstrate psychological make-up and physical 
endurance. Skills, on the other hand, are learned 
attributes that relate to using equipment, or to 
movement. 


e Aggression: A characters basic nature. Comes 
into play only when a character “snaps, or 
loses self-control. An aggressive character 
may use extreme force when he or she snaps, 
endangering hostages and teammates alike. In similar circumstances, a passive character mav 
freeze, or panic and run awav. 

e Leadership: Teamwork and self-control auributes. A leader with a low leadership rating reduces 
the values of those under his or her command. The higher the value, the better the bonus. 
Leadership applies whether the team leader is player or computer controlled. 


e Self-Control: Likelihood that a nonplayer character will snap during combat. Once a character 
snaps, his or her aggression level determines the outcome. 


da 
CHAPTER TWD TEE TERM HEUBERS 
En od 


e Stamina: How many wounds it takes to incapacitate a character. T'his attribute also affects 
fatigue levels at the end of a mission. 


e Teamwork: How well a character works with other team members. Characters with low 
teamwork ratings tend to act alone; those with higher ratings will wait for teammates before 
entering a building or room and support others with cover fire. 


e Demolitions: How long it takes a character to place a demo charge or disarm a bomb, and 
how many shots tt takes to breach a locked door with a shotgun. High demolition value 
means quicker time and fewer shotgun blasts. 


e Electronics: Time it takes a character to place bugs, pick locks, bypass security systems, and 
splice video. 


e Firearms: Character’s base accuracy with all weapons, and how actions such as movement 
and firing affect it. 


e Grenades: Character’ fragmentation grenade and flashbang accuracy and throwing úme. 


e Stealth: How much noise a character makes as he or she moves. The higher the value, the 
quieter the character. Those wich low stealth values can be heard even walking slowly on 
normally quiet surfaces. 


Specialties 


Each character has a specialty—an area of expertise reflecting additional training and experi- 

ence-—and shows values for related attributes. 

e Assault: Characters with the assault specialty have good firearms values. Use them for tak- 
ing out terrorists and other combat actions. 


e Demolitions: Characters with this specialty are great for breaching doors and creating 
access for teammates. Use them for defusing bombs and other explosives, as well. They have 
high demolitions and grenade values. 


e Electronics: Electronics specialists are trained to plant bugs, deactivate security systems, 
and the like. Keep them out of firefights whenever possible: only two characters have thís 


specialty. 


e Recon: Use recon characters for surveillance and scouting. Their job is to locate the enemy 
without being detected, so their stealth values are high. They usually have high firearms val- 
ues, as well, but keep them out of the fray when you can. 


° Command: Only Ding Chavez has this specialty, and he has the highest possible leadership 
value. He should lead not only his team, but the entire mission. Members of his team have 
significantly increased self-concrol and teamwork values. 
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Arnavisca, Santiago 


Personal Information 
Identification Number: RCTO031-A1044 
Nationality: Spanish 
Specialty: Assault 
Date of Birth: Ol January 1966 
Beseht „96 cm 
Weight: 81 kg 
Haìir: Brown 
Eyes: Brown 
Gender: Male 


Background 


Born in Malaga, Spain. Although the family's holdings 


shrank considerably under Franco's rule, the Arnaviscas sull 
control large tracts of farmland around Cordoba and the 
Guadalqurvir River valley. The second in a family of eight, 
his elder brother is a deputy in the Adalucian parliament. Aagressiaa: 12 
Attended University of Seville, 1983-88. Joined the Guardia NEN p: Bi 
Civil after graduation. Brigade commander 1994-96 in the Self-cantral: 84 
Western European Union (WEU) administration of Mostar Stamina: 83 


in Bosnia, where he was instrumental in rebuilding the local Teamwark: 97 
police force. Guardia Civils counterterrorism unit, the He 
Unidad Especial de Intervencion (UEI) recruited him in 1997 Bemolitions: 24 
as part of its focus on the growing threat of terrorism within Electronics: 34 
the European Union by former ctuzens of Yugoslavia. Firearms: 100 

Arnavisca is an expert marksman, having participated in BASTET 4 
shooting compeutons since childhood. In addition to his Stealth: 07 
native Spanish, he speaks English, German, and Italian flu- 
ently and can make himself understood in most other 
European languages. Despite his aristocratie bearing, he is more comfortable acting as lieu- 
tenant and advisor than team lead. Tenacious in combat, he remains calmly detached in the 
tensest situations. 


Notes 


Arnavisca is a superb marksman and one of the two best operatives with firearms. You can 
use him as team leader in a pinch, but he serves far better in a supporting role. He stays cool 
during the hottest firefights. Arnavisca is perfect to include in the team under player control. 
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Beckenbauer, Lars 


Personal Information 
Identification Number: RCT0O031-A1044 
Nationality: German 
Specialty: Demolitions 
Date of Birth: 21 August 1953 
Bleke loten lm en Belge 
Weight: 87 kg 
Hair: Blond 
Eyes: Brown 
Gender: Male 


BECKENBAUER 


Background 

Born on a farm near Chemnitz on the Czechoslovakian bor- 

der in then German Democratic Republic (East Germany). 

Drafted into the East Germany Army, 1970. Specialized in 

bomb disposal and demolitons. Assigned to East German 
hugression: dà Border Patrol, 1971-76. Arrested by the GDR State Security 
leadershi p: ] Service (Stasi) in 1976 under suspiciton of involvement in 


Self-enatral: 1) high-profile defecuons. Released for lack of evidence and dis- 
En charged from the army in 1977. Movements and activities 
Stamina: 81 from 1977-84 unknown. The current German government 
Teamwork: 74 will neither confirm nor deny rumors that he was a member 
Bemalitiens: 100 of the Libellen, an underground group responsible for bomb- 
Heetranies: MI ings of East German governmental offices in and around 
7 Berlin in the summer of 1981. Resurfaced in 1985 and grant- 
Firearms: 76 ed asylum by West Germany after a risky crossing of the 
brenades: 80 Balcic Sea in a small sailboat. Opened Pyrotechno GmbH, a 
Stealth: 72 security consuluúng firm, in 1989. Since then, he has acquired 
a reputation as Germany's leading expert on explosives and 
demolitions. Married, 1995. “Two children. 

Beckenbauer has an encyclopedie knowledge of explosive 
devices. His years of working with bombs make him extremely meticulous. He overlooks no 
detail and leaves nothing to chance. Because he focuses completely on the job at hand and 
considers personal interactions dangerous distractions, the rest of the team may perceive him 
as cold and distant. 


Notes 

Bechenbauer is Rainbow Six's demolitions expert, and is proficient in electronics, as well. His 
other attributes are normal or lower. He is no leader and prefers to work alone. Put him in a 
team that has a strong leader and which will engage in minimal combat. 
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Bogart, Daniel 


Personal Information 
Identification Number: RCTO047-A1109 
Nationality: American 
Specialty: Assault 
Date of Birth: 12 October 1954 
Height: 188 cm 


Weight: 82 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


Background 


Born in Keokuk, Iowa, USA. Father is a local deputv sheriff, 


mother a homemaker. Two brothers. Attended University of 
lowa on a track and field scholarship, 1972-76. Graduated Attributes 
with honors with a degree in law enforcement. Patrolman Aggressien: 18 
with Keokuk Police Department for three years. Hired in leadershin: 98 
1980 by the Federal Bureau of Investigation. Member, FBI Celf-eantral: 83 
Hostage Rescue Team, 1987-97. Married, 1979. Wife and i 
two teen-age children live in Maine, USA. Stamina: 87 
Bogart makes an excellent team leader. He has exceptional Teamwork: Bô 
tactical skills and situational awareness from his vears with Bemotitians: 20 
HRT. Cool under fire, he is a crack shot, and won marks- Elgetranies: 20 
manship awards during his tenure at the FBL. His low-key Firearms: 98 
demeanor and laconic sense of humor make him well-liked krenades: 58 
among RAINBOW team members. Stealth: 13 


Notes 
Bogart is a good choice for team leader. He is highly proficient with firearms, as well. Use 
him for vour main assault teams. 


Burke, Andrew 


Personal Information 
Identification Number: RCTO0O49-A22677 
Nationality: British 
Specialty: Assault 
Date of Birth: 12 January 1968 
Height: 1 /6mcm 
Weight: 72 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


Background 

Born in Manchester, England. Whereabouts of father 

unknown. Mother is a secretary at a plastics processing plant 

in Leeds. Three siblings—two brothers and a sister. Joined 
Agaressian: 81 Royal Marines, 1986. Two tours with Briush Special Air 
Leadershin: 85 Service (SAS), 1989-ON ard 1996-99. Received Military | 
Setf-cantral: 15 Cross, 1998. Has taken part in SAS actions in 22 countries 


Stamina: 94 


Teamwork: 88 Burke is a seasoned veteran of numerous covert opera- 
Demelitians: 75 tions. Although not reckless, he has a strong can-do attitude 
Fleetranies: 5d and confidence in his abilities. As a leader, he is decisive and 
Firearms: 43 demanding. He has a quick sense of humor and often uses 


on four continents. Further service record details are sealed. 
Unmarried. 


. iokes to relax his team before a mission. He maintains con- 
Grenades: 6] 


tact with his immediate family, bur he considers the service to 
be his home. 


Stealth: 78 


Notes 


Burke is a well-rounded operative. He has experience in most areas, but excels in none. A 
poor choice for team leader, he serves well in a support role for assault or other teams need- 
ing his firearms skills. 
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Chavez, Ding 


Personal Information 
Identification Number: RCTO047-X0566 
Nationality: American 
Specialty: Command 
Date of Birth: 12 January 1968 
Height: 176 em 


Weight: 72 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


Background 

Born in Los Angeles, California, USA. Joined U.S. Army, 
1983. Served with the 7th Infantry Division (Light), 1984- 
87. Achieved rank of staff sergeant before the American 
Cenrral Intelligence Agency (CIA) recruited him in 1987 for BEEDLE 
narcotics interdiction operations in South America. leadershin: 100 


Discharged, 1988; became a full-time CIA employee under Ceif-coatrol: 92 
John Clark the same vear. Service records for vears 1989-99 stamina: 87 j 
are sealed. Earned B.S. degree in political science, George E 


Mason Universitv, 1995. M.A, international relations, from Veamwark: 84 


the same institution, 1999. Married. Bemalitioas: 11 
Chavez is an excellent light infantry soldier with an excep- BAHA0E TUE 1 
uonal grasp of small-unit tactics and close-quarters battle. Firearms: 100 


Although small in stature, he is powerfully built and agile, a Brenades: 74 
formidable opponent with a wide range of weapons and in Stealth: TT 
hand-to-hand combat. 7 


Notes 


Chavez is operational leader of Rainbow Six. Put him in command of the team with the most 
important objectives. He is expert at firearms and stealth, with good experience in several 
other areas. His high leadership value boosts other team members with lower self-control and 
teamwork attributes. Pur less-experienced operatives in his team. You will probably want to 
control Chavez, bur, because he will follow your orders better than anyone else, vou should 
leave him under Al control. 
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DuBarry, Alain 


Personal Information 
Identifamcatvon Number : FRCTOOTS sASABE 
Nationality: French 
Specialty: Electronics 
Date. of. Birth 2/7" September 1967 
Height: 174 cm 
Weight: 66 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


DUBARRY 


Background 
Born in Chanully, France. Father is manuscript curator at a 
local museum, mother a journalist. Four sisters, two brothers. 
Second-oldest sister is a prominent professor of mathematics 
at the University of Paris. Attended /fcole Superieure 
À Dress ian: 12 d'Ingenteurs en Electrotechnique et Electronique (ESIEE) in 
leadershi p: Bi Paris, 1984-89. Graduated with degrees in electronics engi- 


Self-canteel: 78 neering and computer science. Joined the Gendarmerie 
' Nationale in 1990 as an officer in their computer crime divi- 
Stamina: 91 sion. Instrumental in thwarting a 1994 attempt by Algerian 
Teamwork: BE nationals to bring down the French Minitel computer net- 
Gemalitians: 76 work using a virus spread by telephone switching software. | 
Hleetronies: 100 Groupe d Intervention Gendarmerie Nationale (GIGN), France's 
5 elite counterterrorist unit, recruited him in 1996 as a specialist 
Firearms: 84 in telephony and electronic surveillance. Unmarried. 
brenades: 81 DuBarry is expert in computers and computer nets, and 
Stealth: 73 in more conventional forms of surveillance, Although his role 
in CT actions is usually intelligence-gathering and communi- 
cations, as a veteran of GIGN's extensive combat training, he 
is fully qualified to participate in armed operations. 
Introverted, thougheful, and an excellent tactician, he often makes connections other team 
members miss. Off duty, he is an avid amateur scuba diver and an officer in the Confederation 
Mondiale des Activites Subaquatiques (CMAS). 


Notes 

DuBarry is Rainbow Sixs electronics expert. He's proficient in the use of firearms and 
grenades, as well. He'll do well in a team with a good leader. Keep him out of combat when 
you can, because he is one of only two electronics specialists available to you. His death can 
seriously hamper future missions. 
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Filatov, Genedy 


Personal Information 
Identification Number: RCTO069-A1772 
Nationality: Russian 
Specialty: Assault 
Date of Birth: 12 February 1964 
Height 63 Cm 
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Weight: 84 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


Background 

Born in Pskov, Pskovskaya Oblast in the former Soviet 
Union. No information on family. Served in army of former 
Soviet Union, 1981-85, including one tour in Afghanistan. 
Recruited by Alfa counterterrorist group, 1987. Operated in 
all major territories of the former Soviet Union and eastern 


Attributes 
Aggressian: 82 
Europe. Resigned from Alfa in 1991 in response to that orga- Leadership: Ik, 


nization's ambiguous response to the failed Soviet coup. Self-eantral: 87 
Director of operations for private security firm, 1991-96. stamina: 83 
Rerurned to Alfa during its 1997 restructuring under the - 

Russian Federal Security Service. Married, no children. Teamwork: 88 


Filatov is a solid counterterrorism operative. His training BEE ERNREET EA D, 
and background are unorthodox by western standards, but he Fleetranies: 38 
has a wealth of real-world experience from his years in the 5 
security forces of the former Soviet Union and numerous Firearms: 91 
contacts across eastern Europe and Asia. His steady nerves brenades: 85 
and methodical approach to threats make him particularly Stealth: 70 
valuable in combat situations. Do not let his world-weary 
manner mislead vou; he is no pessimist, but, rather, a realist, 
and he prides himself on being the voice of reason and con- 
servatism in any debate. 


Notes 
Filatov is an average operative with good values in all attributes except electronics. Although 
he is not a leader, he does well in a support role. 
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Haider, Karl 


Personal Information 
Tdentiftscation Number: RCTOOO7 ASM 
Nationality: Austrian 
Specialty: Assault 
Date of Birth: 10 September 1975 
Height: 196 cm 
Weight: 117 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


Background 


Born in Graz, Austria. Father is a petroleum distributor, 
mother a homemaker. Two siblings, a brother and a sister, 


both still in school. Joined the regular Austrian army in 1992. 
Â OOress ian: 100 Transferred to Gendarmerieeinsatzkommando Cobra (GEK 
leadership: 75 Cobra) in 1996. Trained with Germany's GSG-9 and Israel's 


« Sayeret Mat'Kal. Participated in GEK Cobra raid on 
Gelf-cantrol: 11 Deissenmayr GmbH ee in Vienna in 1998, single- 
Stamina: 96 handedly saving the lives of seven hostages. Married, 1999. 
Teamwork: 93 No children. 

Demolitinas: 42 In combat situations, Karl is unstoppable. He is extremely 
Fleetraonigs: 55 aggressive and will not hesitate to use any methods necessary 
Firearms: 89 to complete his mission. He is fanatical about protecting 


Grenades. NH ing his own life. Off the job, he is soft-spoken and private, 
Stealth: 74 but has an iron determination. 


hostages and innocent bystanders, to the point of jeopardiz- 


Notes 


Haider is one tough soldier, but he needs a strong leader. He provides good support for 
Chavez's team. 
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Hanley, Timothy 


Personal Information 
Identification Number: RCTO005-A1299 
Nationality: Australian 
Specialty: Assault 
DRO ENBIEEthen id April 1965 
Height: 187 cm 


Weight: 85 kg 
Hair: Blond 
Eyes: Hazel 
Gender: Male 


Background 


Born in Margaret River, Australia. Father is a winery fore- 
man; mother is a homemaker. ‘Two siblings, a brother and a 
sister. Attended Australian Defense Forces Academy in 
Canberra, 1983-87. Upon graduation, the Special Air Service BUEN NEE 
Regiment (SASR) recruited him into its newly formed 1st leadership: 86 
squadron; he remained with this unit when it was reorga- Seif-contral: 84 
nized into the Australian Tactical Assault Group (TAG) etamina: 10 î 
’ 


except one tour with the Australtan Intelligence Corps Teamwork: BE 
(Austlnt), 1993-96. Has led counterterrorist teams on three Demelitions: 75 
continents and cross-trained with both U.S. Delta Force and KAATE FH 
Briush Special Air Service. Unmarried. Firearms: fl 


shortly thereafter. He has served his entire career with TAG, 


Hanley is a career CT officer. He is a veteran of Grenades: BA 
dozens of assaults and approaches even the most dangerous Stealth: T 
missions with easygoing good humor. Off duty, he is an 


experienced backpacker and mountaineer who has taken part 
in amateur expeditions to many of the world's major peaks. 
He is in superb physical condition and has demonstrated an ability to endure even the most 
extreme physical hardship. 


Notes 
Hanley is another good support operative with good values across the board. In a pinch, vou 
can use him even for demolitions work. 
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Lofdquist, Annika 


Personal Information 
Identification Number: RCTO030-A3224 
Nationality: Swedish 
Specialty: Electronics 
Date of Birth: 02 November 1966 
Height: 179 cm 
Weight: 68 kg 
Hair: Blond 
Eyes: Hazel 
Gender: Female 


LOFQUIST 


Background 

Born in Guteborg, Sweden. Father was a retired admiral in 

the Swedish Navy, now deceased. Mother is professor of 

Romance languages at Guteborg University and is active in 

Miljupartiet de Gruna, the Swedish Green Party. Three broth- 
Aggressinn: 80 ers. The entire family sails avidly. Attended Stockholm 
leadership: 02 University, 1984-87; earned a B.S. in physics. After a stint as 


Gelf-eantral: 71 engineer with the Swedish semiconductor giant 
, Microelektronik AB (1988-92), Lofquist jomed the 
altamina: 82 Stockholm police force as an expert on electronic surveil- 
Teamwark: BB lance. Ordningspolisens Nationella Insatsstyrka (OND), the 
Bemalitinas: 61 national rescue unit of the Stockholm police force, recruited 
Fleet ies: 4) her in 1994, From 1997 to 1999, she led ONI intelligence 
BELFORIES: and surveillance teams in more than a dozen counterterrorist 
Firearms: Bà actions, including the high-profile 1998 Red Cell occupation 
krenades: 69 of the trading floor of the Stockholm futures exchange. 
Stealth: 58 vert ed | 
Lofquist is an electronics genius. Her name is on 14 
patents held by Microelektronik, her old employer, and she 
continues to consult with their engineers while serving as a 
member of the RAINBOW team. Most of her innovations are in the area of electronic eaves- 
dropping. She is confident and courageous, but at times her lack of military training can lead 
her to overestimate her ability to handle a situation. Off duty, she keeps to herself, and lives 
alone on a sailboat in Saltsjobaden, outside Stockholm. 


Notes 


Lofquist is profictent in electronics and makes a good team leader. As wich DuBarry, keep her 
safe. However, in a firefight, she is good with a gun. 
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Maldini, Antonio 


Personal Information 
Identification Number: RCTO023-A42009 
Nationality: Italian 
Specialty: Recon 
Baibemet Buathemldf October 1966 
Height: 179 cm 
Weight: 68 kg 
Hair: Black 
Eyes: Black 
Gender: Male 


Background 
Born in Milano, Italy. Father manages a textile factory; moth- 


er is a homemaker. Five siblings. Attended Uvzversitt degli 
Studi di Ferrara, 1984-88. Degree in chemistry. Joined 
Arma dei Caribinieri in 1989. On completion of training, Agaressien ET 
Caribinieri's antinarcotics agency. Transferred in 1995 to the leadership: 60 
Gruppo Intervento Speciale (GIS), Traly's elite counterterrorism Self-cantroi: 80 
team. Married since 1990. Three children. Stamina: 85 
Maldini's specialty is stealth. At GIS, his ability to occupy BEET K TES GRE 
positions undetected by the enemy earned him the nickname Demalitians: 85 


Flectranies: Bô 


Although a solid team member, he is too introspective to he a Firearms: 90 
truly effective commander. Off dury, he is an amateur Grenades: 50 
marathoner and has competed in races throughout Europe. Stealth: 100 

Extremely intelligent and well-spoken. 


he was assigned to the Comando Carabinieri Antidroga, the 


“Invisible Man.” He is in excellent physical condition and is 
quick on his feet. His demeanor is calm and somewhat aloof. 


Notes 

Maldini is extremely stealthy and can sneak up on enemies underected. Use him for quiet 
strikes or to gain intelligence on enemy locations. He is no leader but is useful in either a 
support role or alone. 


McAllen, Roger 


Personal Information 
Identification Number: RCTOO11-A1932 
Nationality: Canadian 
Specialty: Demolitions 
Date of Birth: 06 June 1964 
Be Vere SS ECT 
Weight: 95 kg 
Hair: Brown 
Eyes: Grey 
Gender: Male 


MCALLEN 


Background 
Born in Toronto, Ontario, Canada. Father is a senior officer 
with the Royal Bank of Canada. Mother deceased. He has one 
sister, who resides in Toronto. Joined Canadian Army as field 
engineer, 1981, One tour, 1981-85. Received advanced train- 
Agaressian: 10 ing in combat diving and explosive ordnance disposal. Upon 
leadership: 7 discharge, joined the Royal Canadian Mounted Police (RCMP) 
f and, in 1988, became a member of the Spectal Emergency 
Bell "E ontral: 70 Response Team (SERT), the RCMP's elite counterterrorism 
Stamina: 8D unit. When SERT was disbanded in 1993, he helped coordi- 
Teamwork: 90 nate the transition of counterterrorist responsibilities to the 
hemalitiaas: 97 Canadian Armed Forces’ newly formed Joint Task Force Two 
Ô (TYF-2). McAllen reenlisted in 1994 and became a full mem- 
Electranies;: 11 ber of JFF-2 the same year. He has participated in counterter- 
Firearms: O6 rorist actions on three continents, including [TF-2 extended 
Grenades: 100 operations against war criminals in Bosnia, 1996-97. Married, 
' 1984; divorced, 1992. One child, a daughter, born 1986, lives 
Stealth: 70 with her mother in London, Ontario, Canada. 
MeAllen specializes in several areas. He is an excellent shot 
and is aggressive in combat situations, and so makes a good 
assault team member, but he also has extensive experience with bomb disposal and demolitions. 
He is an amateur power-lifter and his strength and stamina make him a formidable opponent. 
‘Team leads should be warned that he performs better as a subordinate than in a command posi- 
ton. He has a hearty, good-natured manner and spends his off-duty time socializing with a 
wide circle of friends, most military or ex-military men. 


Notes 
McAllen is proficient in demolitions and ftrearms and expert wich grenades. Although he is not 
a leader, he is helpful as support when breaching doors and for additional firepower. 
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Morris, Gerald 


Personal Information 
Identification Number: RCTO047-A0781 
Nationality: American 
Specialty: Demolitions 
Date of Birth: 24 December 1965 
Height: 186 cm 
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Weight: 96 kg 
Halr: Black 
Eyes: Brown 
Gender: Male 


Background 

Born in Birmingham, Alabama, USA. Father ts a retired furni- 
ture salesman; mother is a homemaker. Two younger sisters, 
both sull living in Birmingham. High school valedictortan; 
National Merit Scholar, 1982. Attended Rice University in 
Houston, Texas, 1983-87; carned a B.S. in material science Aggressian: 4 
and a B.A. in Russian literature. Joined the American Bureau leadershi Kk 12 
of Alcohol, Tobacco, and Firearms (BATE) in 1988 as an agent T trai: BĲ 
in their explosives division. Earned an M.S. degree in inorganic lk Err-GOREPDN 
chemistry from the University of New Orleans during leave of BIER MENE 
absence from BATE 1992-94. His thesis, “Applications of Teamwark: 89 
Micro-stress Analysis in Accelerant Identification,” is consid- 
ered a landmark in the forensic analysis of bomb debris. Upon 


his return in 1995 to active duty in the BATE he was assigned Fleetronies: 54 
to their International Response ‘Team (IRT). Since 1998, Firearms: 80 


Morris has been on extended assignment in South Korea with Kranades: 97 
the Korean counterterrorism task force, the Natronal Police 8 

868 Unit, training them tn bomb detection, bomb disposal, Stealth: 11 
and postbombing investigation techniques. His wife and two 
daughters currently live in Seoul, South Korea. 

Morris is a team player who likes his operations run strictly by the book. His primary spe- 
cialty is forensics, but he is also expert at setting and disarming of all types of explosive devices. 
Although he is experienced in conducting counterterrorist assaults from his years working with 
the 868 Unit, he prefers to take an indtrect approach in hostage situations. Morris likes to 
spend his off-duty hours with his family. In his spare time he collects antique blues recordings 
and memorabilia. 


Notes 
Morris is very good with demolitions and grenades. Use him for support, much as you would 


McAllen. 


CR APTER TWD THE TEAN MEMBERS 


Angressian: 91 
leadership: 41 
Belf-contral: 91 
Stamina: 82 
Teamwork: B7 


Demolitions: 50 
Fleetronies: 32 
Firearms: 84 
Grenades: Jh 
Stealth: 73 


Noronha, Alejandro 


Personal Information 
Identification Number: RCTO0O09-A1538 
Nationality: Brazilian 
Specialty: Assault 
Date ofwBirther 08June 1959 
Height: 175 cm 
Weight: 70 kg 
Halir: Brown 
Eyes: Brown 
Gender: Male 


Background 
Born in Belo Horizonte, Brazil. His late father ran an import 
business. His mother is a homemaker. One older brother, two 
younger sisters. Attended college ar the Brazilian military acad- 
emy, Colegio Militar do Rio de Janeiro (CMRJ), 1977-81. 
Served two terms of duty with the regular Brazilian army 
before recruitment into the Counter Terrorist Derachment 
(CTD) of the Ist Special Forces Battalion in 1987. Since 1995 
he has commanded one of CTD's three squadrons. He has 
cross-trained with the U.S. Delta Force, Chile's Unidad Anti- 
Terroristes (UAT), Agentina's Brigada Especial Operativa Halcon, 
and Columbia's Agrupacion De Fuerzas Especiales Urbanas 
(AFEU). In 1997, he was one of a group of senior Brazilian 
CTD operators who assisted the Peruvian armed forces tn end- 
ing the occupation of the Japanese embassy by the Tupac 
Amaru Revolutionary Movement (MRTA). Married, 1985. His 
wife and two daughters live in Rio de Janeiro. 

Noronha has spent most of his military carcer as a CT oper- 
ator. He is well-known in the CT community, particularly in 
North and South America and has a reputation as a stern 


taskmaster. Although he has conducted actions in a variety of terrain and circumstances, he is 
particularly proficient in jungle operations and long-range intelligence-gathering. In combat sit- 
uations, he is extremely aggressive and expects the same from any team that serves under him. 
He has no sense of humor and considers it unprofessional in others. His only passion (aside 
from work and family) is classical music and opera. 


Notes 


Noronha makes a good team leader. Although he is an assault specialist, you can assign his 
teams to other objectives, such as electronics or demolitions actions. He provides good lead- 
ership and protection to other types of specialists. 
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Rakuzanka, Kazimiera 


Personal Information 
Identification Number: RCTO027-A2057 
Nationality: Polish 
Specialty: Assault 
Beens beButhus Am FPebruary 1964 
Height: 165 cm 
Weight: 61 kg 
Hair: Blond 
Eyes: Brown 
Gender: Female 


Background 

Born Kazimiera Koziol in Gdansk, Poland. Her father and 

brothers worked in the shipyards and she was active from an 

early age in the movement later known as Solidarnosc. In 1981, 

when she was 17, she was beaten seriously enough by police to 

require hospitalization; in 1982 she was arrested during a street Aaaressian: Bá 
demonstration and spent the following year in jail. Upon her leadership: 05 
release in 1983, she resumed activity in the Solidarity under- Self-cantral: 60 
ground while working odd jobs in and around Gdansk. R 
Married in 1986 to fellow activist Andrzej Rakuzanka. With Stamina: 96 

the shifting of political winds in 1989 and the founding of the BEET TTT ORL 
Republic of Poland, she was able once again to make public her î Hi 5 
afiliation with Solidarity. In 1990, she joined the reconstructed de ans: 
Gdansk police force and quickly moved into undercover work _ BAMAARA AED, 
to battle the growing organized crime problem in the newly lib- BEE TETS TAR F 
erated country. In 1993, the Grupa Reagowanta Operacyjno je 
Mobilnego (GROM), Poland's newly formed counterterrorist Grenades: 70 
unit. Initially involved purely in intelligence-gathering, activities, RAAR ER 

in 1994, when her unit took part in Operation Restore 

Democracy, the American-led invasion of Haiti, she was pro- 

moted to full-fledged CT operator. She led her first assault team 

in 1998 and has since cross-trained with the U.S. Delta Force, Norwav's Beredskapstroppen, and 
Finland's Osasto Karhu. Her husband and two daughters reside in Gdansk. 

Rakuzanka is a survivor. Despite her unassuming appearance, she has an iron constitution and can 
endure extreme hardship. She is a strong team player and an excellent shot. She can be sarcastuc bur 
reserves her sharpest barbs for the rich and powerful. Friends and family call her “Kazi,” colleagues 
“Kamikazi” (but never to her face). 


Notes 
Rakuzanka is a good assault specialist in a support role. She is best at firearms, average in other areas. 


Raymond, Renee 


Personal Information 
Identification Number: RCTO0O47-A1342 
Nationality: American 
Specialty: Assault 
Date of s“Bifaen:e80 March HO6G8 
Hetght: 172 em 
Weight: 64 kg 
Hair: Brown 
Eyes: Brown 
Gender: Female 


: Background 
Born in Kansas City, Missouri, USA. Father ís a retired U.S. 


Army colonel; mother is a homemaker. Two older brothers. 


Attributes Attended University of Oklahoma, 1986-89, under Reserve 


k garess inn: 15 Officers Training Corps (ROTC) program, majoring in polit- 
leadershi h: 13 ical science. Entered regular U.S. Army upon graduation. 


) Served in Kuwait, 1991. Recruited into U.S. Special 
Self-contral: 00 Operations Psychological Operations (PSYOPS), 1992. 
Stamina: 91 Served in Bosnia, 1996-97. In 1998, participated in U.S. 
Teamwork: 100 Army trial introduction of women into special operations 
Demalitinas: 30 ground combat forces. Trained with Ist Special Forces 
Fleetranies: 23 Operational Detachment-Delta (lst SFOD-D, “Delta 
Firearms: 97 Forces. Married, 1995. Husband Is a lieurenant mal 5: 
Grenades: 85 en en in Frankfurt, Germany. One child, a daugh- 
ter, born 
Stealth: 96 Raymond is self-reliant and resourceful. An excellent com- 
bat soldier, she is also well-versed in psychological warfare 


and understands how both soldiers and civilians react under 
the stress of combat. Although she is an experienced officer, she is too much of a loner to be 
at her best as team lead. Use her to maximum advantage in a support role. She talks litcle and 
weighs her words carefully when she does speak. 


Notes 


Ravmond is not only excellent in combat, with great firearms and grenades attributes, but her 
} ) S 8 

great abilicy to move about quietly renders her useful for reconnaissance. Keep her in the sup- 
port role; other team members are better leaders. 
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Sweeney, Kevin 


Personal Information 
Identification Number: RCT0O049-A3964 
Natwonalitev:mBritish 
Specialty: Recon 
Date of Birth: 30 March 1968 
Eeight: 1// &m 


Weight: 83 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


Background 
Born in Birmingham, England. Father was a waiter, mother a 
cleaning woman. Two brothers, one younger, one older. 
Joined Birmingham Police Force as patrol officer, 1987. Attributes 
Promoted to detective, 1991. Spent the next five years work- - 
ing a variety of undercover operations in the Special Branch. Ag grESSIAN: 45 
In the fall of 1996, In collaboration wich the Brish Security Leadership: B5 
Service (MIS), coordinated a series of raids that broke the Gelf-eaatral: 95 
back of the “Field of Gold” terrorist underground in the ‚ 
Briush Isles. MIS recruited him as an agent in 1997, and he otamina: B5 
left his position with the Birmingham force. Assigned to their SEERDE rk: 80 
counterterrorism branch (T Branch), and working out of emelitiens: 30 
London, Sweeney has planned and executed over two dozen Flectronies: 96 
covert actions in Great Britain and Bricish territories. ; 
Unmarried. Firearms: BĲ 
Despite his youthful appearance, Sweeney is a master of brenades: 5Û 
covert operations. His knack for blending into the back- Stealth: 49 
ground served him well during his years working undercover J 
on the streets of Birmingham. He is an excellent burglar and, 
despite his large build, can move quickly and quietly when he 
must. He is a good actor and maintains his composure in even the most stresstul situations. 
Professtonally, he ts soft-spoken and earnest. He prefers consensus to confrontatton. 


Notes 

Sweeney is not only stealthy and good with ftrearms, he also has a knack for electronics. He 
makes a good choice for sneaking into an area and disabling security systems and such. [f he 
is not operating alone, use htm tn the support role. 


Walther, Jorg 


Personal Information 
Identafweatren Number SRCTOO1L 1 AMRES 
Nationality: German 
Specialty: Assault 
Date of Birth: 17 May 1974 
Heidait: 190 cm 
Weight: 105 kg 
Hair: Brown 
Eyes: Blue 
Gender: Male 


WALTHER 


| Background 


Born in Saarbrucken, Germany. Father is a safety engineer 

with Lufthansa German Airlines; mother is a homemaker. 

Three younger siblings—two sisters and a brother. Amateur 
Agaressian: 78 archer, competing in Germany junior national champi- 
leadership: 97 onships, 1990. Entered the German Federal Border Police 


Force (Bundeserenzschutz) in 1994, at the t f his cadet 
Self-contral: 90 À opn En 


Ì class. Stationed at Saarbrucken, 1994-98. Recruited into 
Stamina: O6 Germanys elite counterterrorist force, -Grenzschutzgruppe 9- 
Teamwork: 88 (GSG-9) in 1998. Completed GSG-9 training in record 
hemolitions: 11 time, again at the top of his class. Temporarily attached to 
Flieetraonies: 89 GSG-9/1, che group's primary CT strike unit, before reas- 
Firearms: 98 signment to RAINBOW. Married, 1996. No children. 
Grenades: 03 Walther is the youngest member of the current RAIN- 

Hs BOW team. His extraordinary drive and determination com- 
Stealth: 87 pensate for his inexperience in the field. He learns quickly 
and makes an exceptional team member who follows every 
order without hesitation or question. Although trained pri- 
marily in assault, he is well-versed in wiretapping and electronic surveillance. 

Bundesgrenzschutz command clearly is grooming him for advancement; his assignment to 

RAINBOW reflects the German governments long-term commitment to international CT 

collaboration. 


Notes 


Walther makes a great team leader. Not only is he good with firearms, but he is useful for 
electronics work, as well. 
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Woo, Tracy 


Personal Information 
Identification Number: RCTO0O047-A2715 
Nationality: American 
Specialty: Recon 
Pate of Birth: 14 July 1971 
Height. 155 Cm 


Weight: 44 kg 
Bane Bleek 
Eyes: Brown 
Gender: Female 


Background 


Born in Los Angeles, California, USA. Father is a doctor, 
mother a lawver. No siblings. Amateur gymnast, competing 
in West Coast regional championships 1987-88. Attended 
UCLA University 1989-92,; graduated with a B.A. in psy- Aggressian: 50 
chology. Joined Los Angeles Police Department in 1992; leadershi k 15 
transferred to Metro Division Special Weapons and Tactics Self-cantral: 15 
(SWAT) team in 1994, specializing in surveillance and nego- 4 
tation. Commended for bravery for her role in ending the otamina: 86 
New Millennium occupation of Los Angeles City Hall in Teamwark: 98 
1999. Unmarried. Demelitinns: 30 
Woo is expert In reconnaissance and surveillance. She Fleectranies: 85 
moves quickly and quietly through terrorist-controlled areas Firearms: 80 


Grenades: 50 
Stealth: 98 


and is skilled in the installation and removal of a variety of 
electronic intelligence-gathering devices. She handles com- 
mand well buc has an independent nature and has been 


known to argue with superiors. Her combat skills are average. 
Outspoken and self-reliant. 


Notes 
Woo is a good support operative in recon missions. Although she is very stealthy, her combat 
and other skills are below average, (except for electronics, in which she is fairly proficient). 


YACOBY 


Agaressian: 9à 
Leadership: Bá 


Self-cantrel: 70 
Stamina: 85 
Teamwork: 75 
Demolitions: 30 
Fleetranies: 85 
Firearms: 97 
Grenades: 60 
Stealth: 97 


Notes 


Yacoby, Ayana 


Personal Information 
Identification Number: RCTUO22 SAE 
Nationality: Israeli 
Specialty: Recon 
Date ©£ Birth 03 March mois 
Height: 163 cm 
Weight: 57 kg 
Hair: Brown 
Eyes: Brown 
Gender: Female 


Background 


Born in Tel Aviv, Israel. Father is a greengrocer; mother died 
when she was three. One younger brother, professional soccer 
player, Beitar Jerusalem. Joined regular Israeli army, 1992. 
Transferred to Sayeret Mat'kal in 1995, where she served in 
the general staff reconnaissance unit. Mossad recruited her in 
1997. Specializes in infiltravion and intelligence gathering. In 
addition to her native Hebrew, speaks fluent English and 
Arabic. Unmarried. 

Yacoby is master of the silent kill. Her training enables her 
to move stealthily into hostile territory and neutralize any 
threats. She is extremely intelligent with litde tolerance for 
fools. The quintessenttal professional, she has complained 
about the “cowboy mentality” of some other team members. 
Ruthless in combat, in nonmilitary situations she may err on 
the side of excessive force. 


As with most recon specialists, Yacoby is no leader. However, she is expert when it comes to 


firearms and stealth. Her lower self-control value means you should use her in support of 


good leaders. 
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Tom Clancy CHAPTER THREE 


BRAINE DAE TOOLS OF 
THE TRADE 


The Rainbow team must use a number of items 


to complete its missions. Firearms first come wo 

hd mind, bur making an autiterrorist operarive’s joh 
| fand rescued hostages) safer requires other eyuip- 

ment. The diverse circumstances confronting 
Se 4 team members involve using a variety of uni- 
3 | forms, as well. The following sections detail che 
ik many tools Rainbow uses vo complete its 
Ì missions. 
> 
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Aen FIREARMS 


The firearms in the Rainbow arsenal are selected 
based on accuracy, firepower, and reliability. Each 
team member carries a primary weapon-—a sub- 
machine gun, assault rifle, or shotgun—and a pis- 
tol. The needs of the mission determine which 
weapon is assigned. Sometimes stealth and silence 
are vital; other circumstances demand firepower 
at long range. Give your team members the best 


weapons for the tasks they must accomplish. 


Heckler & Koch MP5A2 


The preferred submachine gun of counterter- 
rorist operatives around the world, Heckler & 
Koch's MPS is renowned for its reliability and 
accuracy, even when firing on full-automatic. 
RAINBOW uses the 9mm MPSA2 fitted with 
single, triple, and full-auto trigger group. 


Notes 
This is the standard RAINBOW firearm, and it's one of the most accurate firearms available to your 
operatives. Unless you need long-range fire or stealth, this is the weapon to use. 


Heckler & Koch MP5SD5 
‘Terrorists throughout the world fear Heckler & 
Koch's MPSSDS. Ies integral silencer is so effec- 
tive that the bullet is quieter than the click of the 
bolt. RAINBOW uses the 9mm MPSSD5 


whenever both accuracy and stealth are essential. 


Notes 

The MPSSDS is essendially an MP5 with a silencer built on. Use this weapon when you must take 
out enemy units while maintaining stealth and secrecy. It's the only primary weapon with a silencer. 
Ässign it to your recon teams. 


Heckler & Koch MPSK-PDW 


Heckler & Koch's 9mm MPSK-PDW is a com- 
pact version of the classic MP5. Its folding 
stock and light weight make it ideal for times 


when a full rifle or submachine gun is unman- 
agcable and a handgun is a poor compromise. 
It comes equipped with the single and full-auco trigger group. 


Notes 
The PDW is RAINBOW's close-quarters submachine gun. Although not as accurate at the MPS5A2, 


its good for clearing rooms wich full-automacic burscs. 
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Je 


CAR-15 
A compact version ofthe Mal6, the CAR-15 15 
commonly used when the firepower of an assault 


cifle is needed, but the weight and size is not. 


Commonly used by U.S. and Israel: spectal 
forces, it comes standard with a sinele, three round, and full-auto trieger group. 
5 sSer gTOUuL 


Notes 
Issue the CAR-15 to firepower support teams. It's best used outside, but its compact size allows it 
to be used effectively inside buildings, as welt. ‘This weapon also has armor-piercing capabilities. 


Colt M-16A2 


When extra range or firepower is called for, 
RAINBOW turns to Colts M-16A2. ried and 
true, its 5.56 caliber easily pierces Level II body 


armor and it has the longest range of any stan- 
dard RAINBOW weapon. The M-16A2 comes standard with a low-power holo-sight and single, 
three-round, and full-auto trigger group. 


Notes 

The M-16A2 is RAINBOW's heavy firepower. Ies the standard infantry weapon of che U.S. milttary, 
but it's quite large by RAINBOW standards. This weapon is best for support-fire teams and is best 
used outside, where range is a factor. It's difficult to use in room-to-room combat because of its size. 
This weapon also has armor-piercing capabilities. 


Benelli MI 
Whether used for door breaching or highly lechal 


close-quarters combat, a good tactical shotgun ís 
an essential part of all antterrorist teams. RAIN- 
BOW uses the Benelli M] tactical 12-gauge 
largely because its superb recoil characteristics enable a skilled operator to fire five rounds accurately 


in under a second. 


Notes 

‘The shotgun is best suited to breachtng doors. It's useful against terrorists, as well, but if they have 
any body armor at all, a single blast rarely will take them down. Breaching teams should include at 
least one shotgun-armed member. Don't assign it to a team leader because he or she usually will be 
the first through a door and will need a high rate of fire with deadlier ammunition. 
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Heckler & Koch MK23 

The extreme ruggedness, reliability, and match-grade accuracy of 
Heckler & Koch's 45 caliber Mark 23 ACP make it the handgun of 
choice for U.S. Special Forces. 


Notes 
Your team members will use their pistols rarely, usually if a primary weapon jams or runs out of 
ammo. Pistols are inaccurate at medium or long range. If you must use one, fire several times at 
your target: they allow only for single shots and it may take more than one to drop a terrorist, espe- 
cially one in body armor. 

The Mark 23 is one of the best pistols available to RAINBOW operatives. The weapon is accu- 
rate and the .45 round has the necessary stopping power. 


Heckler & Koch M23-SD 
The specially designed sound and flash suppressor on this HKMK23 


virtually eliminates muzzle flash and provides more than 35dB of 
sound reduction. It's an essential part of any RAINBOW mission that 
demands both firepower and discretion. 


Notes 


The Mark 23-SD is nearly as accurate as the standard MK23, and its silencer allows your team to 
kill without alerting others to your presence. 


Heckler & Koch USP 
Heckler & Koch's .40 caliber USP is favored by those desiring a bal- 


ance of size and firepower. 


Notes 


This pistol is similar to the MK23, but it fires small-caliber ammunition, and so is a little ligheer. 
It's usually a better idea to take an MK23 because of its greater punch. 
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Heckler & Koch USP-SD 
The Knight Armament silencer provides excellent sound suppres- 
ston to the HK .40 USP 


Notes 


Again, if vou need a silenced pistol, the MK23-SD is a better choice. 


Beretta 92FS 
The Beretta Model 92FS is RAÏNBOW's 9mm pistol of choice. Ies 


primary advantage is low recoil and a large magazine compared to 
the bulkier .45. 


Notes 

The Beretta fires a smaller caliber round than the Mark 23, so its magazine can hold more 
ammunitton. If youre going to use a pistol a lot during a mission, then, this ts a good choice. 
This is the standard sidearm of the U.S. military. 


Beretta 92FS 9mm-SD 

‘The specially designed sound and flash suppressor on this Beretta 
Model 92FS minimizes weight and length to maintain accuracy 
while boasting an impressive 32dB of sound reduction. It's che 


favored pistol among RAINBOW's recon specialists. 


Notes 


This is a great pistol for recon teams or any team that needs a silenced sidearm to supplement a 
nonsilenced submachine gun or assault rifle. Some missions may demand stealth at first and 
tremendous firepower later on. Use this pistol for the early kills. 


EQUIPMENT 


Flashbang 


Flashbangs, wich their bright flash and loud report, commonly are 


tossed into rooms prior to entry to “prepare” them. The seconds 
gained while potential hostiles recover from the stun effects can 
mean the difference between life and death to a tactical team. 


These also are known as distraction devices or stun grenades. 


Notes 

At least one member of each team should carry flashbangs. In fact, it's preferable for all to carry 
some, because clearing a large building may require a number of these devices. As a rule, use a 
flashbang if there's a chance an enemy occupies any room you're about to enter. The amount of 
stun tme is determined by the attention state of the terrorist(s). 


Fragmentation Grenade 


The M61 fragmentation grenade is the standard-issue offensive 
grenade infantry uses throughout the 
world. Although its blast radius is small, 
an overhand throw is sull necessary to 


safely clear the blast radius in the open. 


Notes 


These can clear a small room with a single blast. Take care when you use 
them during hostage rescues, unless youre certain the targeted room 
contains no hostages. 
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Breaching Charge 

Breaching charges are used to remove doors explosively for 
rapid entry. You need not use a flashbang in conjunction with 
a breaching charge because they stun, wound, or even kill any 


nearby occupants. 


Notes 

These are great for entering a room quickly. Use them when breaching a door to a room con- 
taining both hostages and terrorists. Often terrorists will move to kill hostages as soon as a door 
is opened. The breaching charge will stun them, giving your team valuable seconds to enter and 


take down the hosules. 


Heartbeat Sensor 


The heartbeat sensor can detect a human heartbeat even 
through thick layers of concrete. 


Notes 


The heartbeat sensor is very valuable. [f the character you 
control carries one, select it as his or her active item. Then, when vou hold down the mouse 
button, the sensor will scan at a longer range down a narrow arc, instead of the standard short 
range in all directions. Terrorists show up on the minimap as red dots and hostages as white 
dots. Use this sensor to see if a room is occupied before you enter it and help determine the 


type of force or restraint to use. 


Demolitions Kit 

This kit speeds both the placing and disarming of explosives. Ie 
contains basic electrical diagnostic equipment and mechanical 
tools essential to performing the job. Extra primer, detcord, 
and a variety of adhesives complete the kit. 


Notes 


Take thís along only if explostves will be placed or disarmed. Assign it to a demolitions specialist. 


1E} 


Electronics Kit 


This kit speeds up bug placement, security camera rewiring, and 
related electrical tasks. It includes a precise multimeter, miniature 
power supplies, breadboard, and digital analyzer. A full comple- 
ment of jumpers, clips, and miscellaneous electrical parts round 
out the kit. 


Notes 


This is vital for getting through security systems. Assign it to electronics specialists. 


Lockpick Kit 


This kit speeds the picking of locks. Its primary component is a 
highly sophisticated auto-pick that can open most mechanical 
locks in a few seconds. For electrical keycard or swipe locks, the kie 
includes a classified system with presets for all major keycard varia- 


Uons. 


Notes 


Your team will need lockpiek kies to get through some doors, especially without making a lot of 
noise, as with a shotgun breach or breaching charge. 


UNIFORMS 


RAINBOW operatives have access to a number of different uniform patterns, each designed for a 
certain environment (for example, urban, desert, woods). The patterns help make the team as 
inconspicuous as possible so they can take down the enemy before they're seen. 

Each pattern is available in chree weights. Light uniforms are basically for recon or other teams 
uninvolved in firefights. They're quieter and allow the wearer to move about stealthily. Heavy uni- 
forms (a.k.a. “breaching’ uniforms) incorporate the most body armor. However, they're bulky and 
make some noise, limiting wearer mobility and stealth. Breaching and demolitions teams should 
wear these. The medium weight uniform is the standard. It's appropriate for assault and other teams 
chat need a balance between protection and ease of movement. As the commander, you must outfit 
your team members appropriately for the tasks they must perform. 


} 
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Black/Light 


This black lightweight unt- 


form is perfect for nighttime 
missions and recon specialists. 
It consists of a lightweight 
Level [la tactical vest capable 
of stopping low-powered pis- 
tol rounds. Standard soft-soled 
rubber boots, Nomex balacla- 
va, and Nomex/Kevlar gloves 
round out the outfit. 


Black/Medium 

This black uniform is made of 
a Level II waist-length vactical 
vest and a Kevlar helmet, soft- 
soled rubber boots, Nomex 
balaclava, and Nomex/Kevlar 
gloves. [t's RAINBOW's stan- 


dard nighttime assault gear. 


The vest can stop most pistol 


fire and some submachine-gun 
fire. 


Black/Heavy 

This bulky black uniform 
consists of Level III body 
armor extending to the groin 
and can stop all bur the most 
high-powered rifle rounds. It's 
preferred by demolitions 
experts, as the Kevlar helmers 
faceplate offers excellent pro- 
tection from flying debris. 
This version is especially suit- 
ed for nighttime operations. 
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Camouflage/Light 


This uniform is well-suited to 
jungle operations requiring 
great stealth. This jungle camo 
uniform consists of a light- 
weight Level [la tactical vest 
(which will stop some low- 
powered pistol fire); light- 
weight, form-fitting jungle 
boots; Nomex balaclava, and 
Nomex/Kevlar gloves. 


{=} 
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Camouflage /Medium 


The Level IT waist-length tac- 
tical vest that comes with this 
uniform can stop pistol 
rounds up to .40 caliber, as 
well as mm small-arms fire. 
This is RAINBOW's standard 
jungle gear, and also includes 
jungle boots, Nomex balacla- 
va, and Nomex/Kevlar gloves. 
It's most useful for Central 
and South American and 
African operations. 


PRIMA'S DEFIGIAL STRATEGY GUIDE 


Camouflage/Heavy 


This bulky jungle camo uni- 
form incorporates Level II 
body armor, camo boots, and 
Nomex/Kevlar gloves. It's 
slighely hotter and heavier 
than the other jungle camo 
uniforms, but affords more 
protection and can stop most 
small-arms fire, except that 
from higher powered rifles. 


Desert/Light 


This uniform is appropriate 


for desert operations where 
stealth is che primary factor. 
This uniform consists of a 
lightweight Level Ia tactical 
vest, lightweight desert boots, 
Nomex balaclava, and 
Nomex/Kevlar gloves. The 
vest will stop some pistol 


rounds. 


Desert /Medium 
This is the RAINBOW oper- 
atves’ basic desert uniform. 
It includes a Level II waist- 
length tactical vest (which 
will scop most 9mm and 
smaller caliber weapons fire), 
as well as desert boots, 
Nomex balaclava, and 
Nomex/Kevlar gloves. 


Desert/Heavy 

This heavy desert camo uni- 
form comprises Level 111 
body armor, desert boots, 
and Nomex/Kevlar gloves. 

It affords far more protection 
than the other desert camo 
uniforms and can stop most 
small-arms fire, except chat 
from higher powered rifles. 
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Street/Light 


This urban camo uniform 


consists of a lightweight 
Level IIa tactical vest, soft- 
soled rubber boots, Nomex 
balaclava, and Nomex/Kevlar 
gloves. It's used mainly by 
recon specialists. Alchough it 
offers greater stealth, ic Pro- 
tects agatnst only low-pow- 
ered pistol fire. 
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Street /Medium 
Consisting primarily of a 
Level II waist-lengch tactical 
vest and a Kevlar helmet 
capable of stopping high- 
power pistol rounds, this is 
RAINBOW's alternative 
urban assault gear. Soft-soled 
rubber boots, Nomex bala- 
clava, and Nomex/Kevlar 
gloves round it out. 
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Street/Heavy 


This heavy street camo uni- 
form incorporates Level III 
body armor extending to the 
groin. It's preferred by demo- 
lions experts, as the face- 
plate on its Kevlar helmet 
offers excellent protection 
from flying debris. This uni- 
form is very useful on urban 
assignments, and protects 
against most small-arms fire, 
except that from high-pow- 
ered rifles. 


Tan/Light 


This tan lightweight uniform 
is perfect for hot desert mis- 
sions. It comprises a light- 
weight Level [la green tactical 
vest that can stop low-pow- 
ered pistol rounds and 
includes the standard desert 
boots, Nomex balaclava, and 
Nomex/Kevlar gloves. 


Tan /Medium 


This tan uniform includes a 
green Level [Il waist-length 

tactical vest, Kevlar Helmer, 
desert boots, Nomex balacla- 


va, and Nomex/Kevlar gloves. 


This is RAINBOW's alterna- 
tive desert assault gear. The 
vest can stop most pistol fire 
and some submachtne-gun 
fire. 


Tan/Heavy 


This bulky tan uniform com- 
prises Level [II body armor 
extending to the groin and 
can stop all but the most 
high-powered rifle rounds. It's 
preferred by demolitions 
experts, as the faceplate on the 
Kevlar helmet offers excellent 
protection from flying debris. 
This version is especially suit- 
ed for desert operations. 
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Urban/Light 


Perfect for recon specialists, 


this uniform consists of a 
lightweight, Level Ia tacucal 
vest that can stop low-pow- 
ered pistol rounds. Standard 
soft-soled rubber boots, 
Nomex balaclava, and 
Nomex/Kevlar gloves round 


It out. 


Urban /Medium 


Primarily a Level [1 waist- 
length tactical vest and 
Kevlar Helmer capable of 
stopping high-power pistol 
rounds, this is RAINBOW's 
standard urban assault gear. 
It includes soft-soled rubber 
boots, Nomex balaclava, and 
Nomex/Kevlar gloves. 
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Urban/Heavy 


This bulky uniform consists 
of Level [IL body armor 
extending to the groin and 
can stop all bur the highest 
powered rifle rounds. 
Preferred by demolitions 
experts, the faceplate on the 
Kevlar helmetr offers excellent 
protection from flying 
debris. 


Woods/Light 


Useful for operations in forests 


and rural areas where stealth is 
recommended, this woodland 
camo uniform comprises a 
lightweight Level [la tactical 
vest, boots, Nomex balaclava, 
and Nomex/Kevlar gloves. 
Santiago Arnavisca especially 
favors woodland uniforms. 


Woods /Medium 


This woodland camo uniform 
includes a Level [I waist- 
length tactical vest that can 
stop pistol rounds of up to .40 
caliber and 9mm small arms 
fire. Boots, Nomex balaclava, 
and Nomex/Kevlar gloves 
round it out. Its most useful 
for European and North 
American operations. 


Woods /Heavy 


This bulky woodland camo 
uniform is made of Level [II 
body armor, camo boots, and 
Nomex/Kevlar gloves. A lirtle 
hotter and heavier than the 
other woodland camo uni- 
forms, it affords far more pro- 
tection and can stop most 
small-arms fire, except thar 
from high-powered rifles. 
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Biosuit 

This specially designed combat biosuit combines a Level la tactical 
vest with a full-body Level IV biohazard conrainment suit. Although 
its joints are specially reinforced, operatives wearing this suit in com- 
bat must use extreme caution to avoid compromising suit integrity. 
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GHAPTER FOUR 


TAGTIGS 


It's time to practice the operations skills you must 
have to complete your real-world missions. The 


Pa È | following «actics include breaching doors; room 
ZN | ef entry and clearing; hastage rescues; and other 
ee Por actions later missions may call for, such as defus- 
” 4 3 Kk E. f- ing bombs and planting surveillance devices. 


Fig. 4-1. Behind the closed door lies uncertainty. 
Breaching a door and entering a room is one of the 
most dangerous actions you'll perform. 


BREACHING AND CLEARING 


Most misstons require your teams to enter buildings to rescue hostages, defuse bombs, or kill terror- 
ists (“tangos”). Entering a room is one of the most dangerous things vou ll do during a mission. You 
may not know what lies on the other side of the door, but those inside the room behind tt will be 
waiting with weapons ready. 
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Unless youre absolutely sure a room is clear, then, always 
enter wich caution. The heartbeat sensor is a great device for 
L determining whether a room is occupied; it can even distin- 
Ti rida guish between hostages and tangos. If your team isnt carrying 

Û one, always assume a room contains tangos. During hostage 
zede rescues, assume a hostage is inside, as well. 


| Before entering a Your team is at a disadvantage as it enters a room. You need 
“zoom, use d heartbeat an edge: as soon as you breach a door, throw in a flashbang to 
seitsor to see what lies stun the occupants. (Take care not to stun yourself in the 
on the other side of the process.) The stun grenade gives you a few precious seconds to 
door. 


enter the room and take down enemies before they can react. A 
breaching charge also works, blowing the door off and stun- 


ning the room’s occupants at the same time. You can carry 
three flashbangs in place of one breaching charge, however; 
save the flashbangs for rooms with hostages. 

You also can throw fragmentation grenades to “prepare” a 
room for entry. Be very careful, however, because they can kill 
team members and hostages as well as tangos. Avoid using 
them in hostage missions unless reconnaissance or a heartbeat 


Tip PE: sensor tells you a room is hostage-free. 


Fig. 4-2. 

Throw a flashbang 
€ into the room to 
using fragmentation stun the tango 
grenadeés. Th ey can before entering. 


kill hostages as well 


Take care when 


as your own people. 
As a rule, avoid 
using them during 


hostage missions. 


After you enter a room, you must clear it of enemies. If 
your team receives a “clear” order, it will spread out and do so 
automatically. Be wary of the room'’s other doors; more tangos 
may enter through them to investigate the gunshots. 

The Kill Houses give you an opportunity to practice 
breaching and clearing. 
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Map 4-1: Single Room Kill House 


Fig. 4-3. A tango is out in the open. Shoot quick before 

he turns and fires at you! 

Single-Room Kill House 

The Single-Room Kill House lets you practice entering 


and clearing a single room containing a single tango. 


You can choose from three exercises. The first features Legend 


@ =Terrorist 


your character alone, the second adds a second opera- 
tuve, and the third gives you a team of four. 

You may enter either door, but the one on the right 
is usually the best choice. The tango mav be anywhere 
in the room, but he most often appears in the alcove to the 
immediate right of the right-hand door or in between the two 
doors. Have your MPSA2 at the ready as you open the door. If 
the tango is directly in front of you, shoot before he does. You 
may glimpse him if he's in the atcove. Throw a frag grenade in 
to take him out or a flashbang to stun him so you can run in 
and shoot. 

In the third exercise, when you approach the door 
on the right, one of your team members will tell you 
to back up. He'll open the door and throw in a flash- 
bang. Once it goes off, rush into the room before the 


tango can recover. 


Fig. 4-4. In the third exercise, another team 
member will open the door and throw in a flash- 
bang. If the tango hides to the right of the door, 


however, it may not stun him. 


il 


Fig. 4-5. There's no tango in sight as 


you open the door. That means he 


waits in ambush to the left or right. 


Fig. 4-6. You command two teams for 
the third exercise. Give Go code Alpha 
to order Red Team through the left door 
while Bine Team goes through the right. 


(5) 
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Double-Room Kill House 


first. The tango 
usually is in the 
back corner and 
you can drop him 
before he has a chance to 
react. Advance into the 
room and approach the 
other doorway carefully. 
The second tango is in the 
other room. If you cant 
see him through the door- 
way, he may be behind the 
wall to your right. Throw 
in either a frag grenade to 
kill him or a flashbang to 
stun him so 
you can rush 
in and use 
your subma- 
chine gun. 


time. 


The second Kill House contains two rooms with a 
tango in each, a more difficult scenario. There are 
three exercises for this Kill House, as well. The first 
uses you alone; the second gives you command of a 
team of four operatives. The third exercise has two 
teams of three operatives each. You control Blue Team. 
In the first exercise, it's easier to enter the left door 


Map 4-2: Double Room Kill House 


Legend 
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The second exercise uses the same strategy as the 


first. Try going through the door on the right this 


The final exercise puts you in command of 
Blue Team. Red Team awaits Go code Alpha. Press 


(Q) to get them moving. They’ll enter the left door 


while your team goes through the right. Take care not to shoot 


the other team once youre in the first room. 
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RESCUING HOSTAGES 


Missions where you must rescue hostages require extra caution. 
Often hostages are held in rooms guarded by at least one 
tango. Although the recon information you get prior to a mis- 
sion may give locations for the hostages, they may have been 
moved. The heartbeat sensor is the best way to idenufy a 


roours occupants before vou rush in. 


Don't use frag 
grenades when 
entering a room 
that contains 
hostages. You'll 
kill nor only the 
tangos, but the 
hostages, as well. 


Instead, throw in 


either a flashbang 


Fig. 4-7. Hostages will stay put unless your Rule of 


Engagement mode is set to Escort. Then they'll fol- to stun everyone 


low you around like puppies-hopefully to safety. or, better, Use a 
breaching charge. 
The charge will blow the door open and stun the room's occu- 
pants at the same time. 

After breaching a door, exercise caution as you enter. Avoid 
firing vour weapons at full-automatic; the spread could hit a 
hostage. Instead, use the three-round burst (or the single shot if 
the three-round isn't a choice). Things move fast in Rainbow 
Six, and it's easy to develop an itchy trigger finger. Learn to use 
caution and to pick your targets with care. 


Office Kill,House 

‘This is a very difficult Kill House to clear. You begin in the 
outside hall. Two doors provide entry to the office area, which 
contains six small rooms. What makes this particularly deadly 
is the way all the offices are lined up across from each other 
with open doorways. As you enter one office, a tango across 
the hall can shoot vou in the back. 


Note 


When throwing a flash- 


bang into a room with a 
hostage, there is a risk 


that the guard will execute 


the hostage if they see the 


grenade. If possible, try to 


throw a flashbang out of 
the guard's line of sight. 


You can see which direc- 


tion the guard or guards 


are facing by using a 
heartbeat sensor and 
zooming in on the map. 


Whenever you 
open a door to a 
room containing a 
hostage and a tango, 
the tango usually 
moves to kill the 
hostage, so you must 


act quickly. You can't 


just stand in the 
doorway looking 
around, or you'll be 
too late. 
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Map 4-3: Office Kill House 


Use flashbangs not 
only to stun tangos, but 
to Aeterinine which 
rooms theyre hiding in. 
If you hear a groan 
when the flashbang goes 
of}; there's someone 
inside. Either rush in 
immediately or throw 


another flashbang in 
first. 
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The first of the three exercises gives you a single team of 


four operatives; the second, two teams of four operatives; the 


third, one team of two 


Legend 
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and two teams of three. The Kill House 


contains four tangos and one or two 
hostages. Two tangos wait in interior 
hallways and the other two in offices. 

When you're on your own, enter 
the right-hand door. There should be 
a tango right in front of you or just 
around the corner. Take him down, 
and then look around the corner. 
Shoot the second tango at the far end 
of the long hall. If he's not there, go 
back into the outside hall: he's sneak- 
ing up behind you. Only two tangos 
to go. 

Start at one end and check the 
ewo rooms, throwing in a flashbang 
before entering each. If you hear a 
groan when the stun grenade goes off, 
you know there's someone inside. 


After clearing both rooms at one end, do the same at the other 


end. You should have found at least one of the terrorists and a 


hostage or two. Leave the hostages for now. The final tango 


waits in one of the two center rooms: or, if two tangos remain, 


there's one ín 
each center 
room. In this 
case, you 
should enter 
the top room 
from the right 
and the bottom 
from the left to 
linut your 
exposure to fire 
from the other 
tango. 


Fig. 4-8. The facing, open doorways create a deathtrap 


unless you're smart and use caution. Remember to use 


flashbangs to stun waiting tangos before 
entering the rooms. 


In the second exercise, vou command Blue Team, on the 


right. Red ‘Team on the left awaits Go code Alpha. Press (Q) to 
give them the go, and they'll enter the left door and advance 
into the offices to search for the hostages. You must lead Blue 
‘Team through the right door and do the same. The third exer- 
cise puts you in control of Blue Team, with two operatives, 
near the right door. Red Team, with three, Is next to vou, and 
Green Team is at the left door. Code Alpha orders Red and 
Green teams to enter their respective doors, taking out the two 
hall tangos in the process. Bravo (WJ)orders them to search the 
offices for the hostages. Blue Team's job Is to escort the 
hostages to safety. Delta ((R)) orders the two other teams to 
return to their starting positions. 

Your other teams probably will vake casualties. If you watch 
them, you can see whv. They dont use their flashbangs before 
entering the rooms, so any tangos present can fire before the 


operatives even know theyrTe there. 


Two-Story Kill House 


If you can get through the “graduation” Kill House without 
losses, vore ready to go operational. The Kill House is a two- 
story building with an accessible roof. There are six 
tangos inside and one hostage on the second floor. 

In the first exercise, you have a single team of 
four. The second gives vou two teams of four: as 
one team enters the front door, the other goes up 
the outside stairs to the roof. The third exercise has 
three teams: two go in the front door while the 
third enters from the roof. 

You begin near the front door of the building. 


Open it. A tango stands directly in front of vou. 


lake him out and wait for a second tango to BE AOAT Rijd RES 
appear. Once he's down, run in and turn right. A tango three teams. Red and Green clear 


the rooms, while Blue waits to 


descends the stairs to investugate the noise. Drop him and run 
7 escort the hostages to safety. 


to the stairs at the other end of the building. [f vour clip is low, 
reload as you run. 
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Map 4-4: Two-Story Kill House 
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stairs to 
2nd tloor 
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stairs to 
2nd floor 


stairs to 
1st floor 
and roof 


stairs ta 
1st floor 


stairs to ground 
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Ät the stairs, sidestep up so you face the landing 
at the second floor. Take out the tango at the top 
and reload again. Sidestep up the last few steps 
undl voure in the hallway and can barely see the 
tango in the room to the right. There's also one to 
the left. Both have a view and a shot at the hostage 
in the room on the right, so you must act carefully, 
but quickly. Throw a flashbang at the tango on the 
right and follow up with your submachine gun 
while he's still partially concealed by the doorframe. 
Then quickly run into the left room to kill the 
final tango before he gets the hostage. 


OTHER TYPES OF ACTIONS 


Your missions may call on you or your other teams 
to perform special actions, anything from disarm- 
ing a bomb or deactivating a security system to 
downloading computer files or tapping a phone. 
These may sound difficult, bur you need only walk 
to the object and press keypad (0) to perform them. 
To have a team not under your control or a spe- 
cialist on vour team who's not the leader perform 
the action, place a waypoint next to the object in 
the planning phase and assign an action to the 
waypoint. Then, when you approach it, the special- 
ist will walk to the object and do what needs to be 


done. 


Fig. 4-10. Right as you open the door, a 
tango is waiting to die. 


Fig. 4-11. Sidestep up the stairs to 
surprise the tango at the top. 


Fig. 4-12. You must act quickly to take out 
the last two tangos. Shoot the one on the 
right after throwing a flashbang and while 
he's still half-hidden by the doorframe. 


GHAPTER FIVE 


PLANNING 


vene Adage If vou fail to plan, vou plan mo fail” 
applies vo this game more than to any other. 
‘The planning stage is the most important. and 
thats where you'll spend che most tme during 
gpemtiuns. Most missions make only a few min- 
utes wo execute bur can-rake an hour or more u 
plan and Aine-tune. The planning stage is hre- 
ken down into seven screens. Each contains 
important information or reqjuires you to dn 
something to prepare for the misston. In the 
following stctiens, we'll look ar each sereen, 
and then Ro vver mission-planning, basics. 


BRIEFING 


This is the first screen in the planning stage, 
where you receive valuable information regard- 
ing your current mission. Your objective—what 
you must accomplish to complete the 
mission-lies in the center of the screen. In 
Recruit campaigns, you need achieve only the 
primary objective. The Veteran level requires a secondary objective and the Elite a third. The higher 
the level of gameplay, the more terrorists you'll face and the harder they'll be to kill. 
On the left side of the screen are quick briefings by Control (your commander), and other use- 
ful information. Your mission orders display below the briefings. Study them carefully to learn what 
you must do and what you're up against. 
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Fig. 5-1. The Briefing Screen 


INTEL 


Although the Intel sereen isn't vital for achieving 
your particular mission, it provides background 
and story line for the campaign. It displays your 
past mission success and shows how it affects the 
campaign. The four categories of information this 
screen displays are people, organizations, newswire, 
and miscellaneous. 


Fig 5-2. The Intel Sereen 


CE ROSTER SELECTION — | OMicirietdane 
TTT |aee ROSTER SELECTION 


You choose operatives for the current mission from 
the Roster Selection screen. It displays background 
information on each member of RAINBOW, 
including his or her abilities and health status. 
When you select your operatives, you neednt pick 
them in order or by team. You can organize them 


later. 
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Fig 5-3. The Roster Selection Screen 
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Steel Wind 


You arm your team from the Kit screen. For each 
operative, you can select a primary and secondary 
weapon, additional items to carry (these fit into 
slots one and two), and a uniform. Although you 
can assign everyone the same things, you Il proba- 
bly need to customize individual kits for specific 
jobs. 


Fig 5-4. The Kit Screen 


TERM ASSIGNMENT 


Ei 
HOSCEEN 


TEAM ASSIGNMENT 


You'll organize your operatives into teams from 
an OREN oo this screen. You can take only eight people wich 
you, divided into a maximum of four teams. 
‘Teams can comprise no more than four operatives 
each. You can create two teams of four or four 
teams of two or anything in between. 


Fig 5-5. The Team Assignment Screen 


PLAN p Operation: Staas Wd 
You'll spend the most time at the Plan screen. Ie TEAM 
provides a recon report of probable locations of 
hostages, terrorists, and landmarks. You'll plot 
waypoints for each of your teams here and give 
them special orders or commands. Once the action 
starts, you control only your team. At each way- 
point you can change Rules of Engagement regard- 
ing speed and mode-how fast the team moves to 


MEGINC ROTION 


che next waypoint and how they respond to others an 


on the way. You can give breaching instructions at 
waypoints, as well. Fit. 5-6. The Plan Screen 
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You can acquire some control over other teams using Go codes. There are four in all. When a 
team reaches a waypoint with a Go code, 1t will wait for you to issue that code before advancing. 
‘This way you can synchronize your teams’ activities. For example, if all teams get the same Go code 
near a buildings entry point, they'll wait for the code to enter at the same time. The section 
“Planning a Mission” covers the Plan screen 1 

anning a Mission” covers the Plan screen in 


greater detail. A en |D veer atten Venet wed 


EXECUTE 


From the Execute screen you'll choose a team to 
control, and then start the mission. 


PLANNING A MISSION 


Mission-planning can be difficult and time-con- 


suming. If vou fail a mission or are unhappy with 


Fig 5-7. The Execute Screen 


the results, you may return to the planning stage and 
try it again. Rarely will you execute a perfect mission 
vour first time through. How-ever, the better your plan, the better the execution. 

You'll take the following steps when you plan a mission, not necessarily in this order. 


Briefing 

First, read through all the briefings to learn what the situation is and determine the nature of your 
job. You'll find the latter in the mission orders and objective. Listen to Control and to John Clark. 
‘Fhey may offer some insights. Next, go to the Intel screen to get background information on the 
mission. 


Recon 


At the next screen, pick a team member at random. (You must select one to advance to the next 
screen.) Continue past the Kit screen, assign the operative to a team, and then move on to the Plan 
screen. It doesn't matter which team vou place your operatives in. You'll reassign them later. 

At the Plan screen, go to the box in the lower left and select Recon to learn the actual or proba- 
ble locations of hostages and terrorists in the mission area. The Landmarks category will provide 
important information about terrain and structures-whether a trellis is climbable or an entrance 
barricaded, for example. Learn as much as you can about what you face. Then decide how many 
teams you'll need to accomplish the misston and what their tasks will be. 


nF EAPTER EINE ENNE eee A 


Set Waypoints 


Change the Recon box to Waypoints, select a team, and begin 


plotting waypoints. The first must be within a starting location 
and the last within an ending location. Determine the teams 
entry into a building, their route to that spot, how they'll reach 
their objective, and, finally, how they'll get out. Use Go codes 
to coordinate team activity. For example, it's usually a good 
idea to have all teams enter a building at the same time. Bur in 
some cases, one team may have to complete a task before 
another team can continue. 

In addition to Go codes, you can give teams breaching 
instructions at each waypoint near a doorway. For example, 
you can order them to use a flashbang or frag grenade, or even 
a breaching charge. Such orders are important, because com- 
puter-controlled teams wont do these things unless theyTre 
instructed to. Set these for your own team, as well. If you want 
a demolitions specialist on your team to breach a door a certain 
way, order it at that waypoint or you'll have to do it yourself 
using the equipment youre carrying. 

Rules of Engagement tell your teams how to behave as they 
advance to the next waypoint. There are two types of 
ROEs-speed and mode. 

Speed tells che team how fast to move and how careful to be 
when targeting and firing weapons. “Blitz” instructs the team 
to move as quickly as possible and to fire at just about any- 
thing that moves. Use Blitz only when there are no friendlies in 
the area. “Standard” speed is a basic walk; the team exercises a 
bit more caution before firing. ‘Teams assigned “Safety” speed 
will move slowly and take deliberate aim at well-idenuified tar- 
gets before firing, perhaps even risking their own safety. When 
approaching areas where hostages are located, change the speed 

) “Safery.” 

Mode tells a team how to act and react. Teams with “Clear” 
orders will clear the enemies from the area around the way- 
point— usually the middle of a room or at a breach point. 
“Engage” orders a team to move along their pach while attack- 


Tr: Each Ne the four 


Go codes has a 


corresponding key: 


Base Alpha _(Q) 
Bravo 
Charlie 
Delta _{R) 


You may use each Go 
code more than once. 


For example, you may 
want to assign all Alpha 
codes to Blue Team, Beta 
Codes to Green, and so 


forth. 
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ing targets of opportunity. “Advance” makes movement the 


teams main concern. Team members will attack only enemies 
blocking thetr path. Heartbeat sensors are used only on teams 
with Advance orders. After the team rescues a hostage, tt must 
escort the hostage to safety. If a team approaches a hostage in 
any other mode, the hostage will stay put. Escort mode tells 
the hostage to follow the team. When escorting a hostage, the 
team should follow a secure route cleared of tangos to the end 
point. 

After planning waypoints for all teams, consider making a 
few short notes on what each Go code does for quick reference 
later. 


Building Teams 


You know how many teams you'll have and the tasks for each. 
Now it's tme to choose operattves from the Roster Selection 
screen. 

Delete che members you chose earlier and start from 
scratch. First, choose an operative with good leadership ability 
for each team. Teams that must breach their way in need a 
demolitions specialist. Next, assign specialists, such as electron- 
ics, if the misston calls for them. Finally, fill in the teams with 
assault specialists. Place those with poor self-control or team- 
work values with stronger leaders. With the operatuves and 
their assignments fresh in your mind, go to the Team 
Assignment screen and place them into teams, with the leader 
at the top of each list. 


Pass the Ammo 


Distribute firearms and equipment to your assembled teams. 
RAINBOW is well-funded, so you have as many of each 
weapon or item as you need. Equip your teams appropriately 
for their tasks. For example, if they must breach a door with a 
charge, at least one member of the team must carry a breaching 
charge. The same goes for flashbangs and frag grenades. 


Finally, suit your operatives in appropriate uniforms. 


Choose inconspicuous patterns and weights appropriate for the 
task. Breachers should wear heavy uniforms; recon teams will 
don light ones to stay quiet. Most team members should wear 
medium-weight uniforms chat provide a balance of protection 
and mobility. 


Start the Mission 


Your teams are ready, so go to the Execute screen next. You've 
invested a lot of time into planning this mission, so it's a good 
idea to save it here. This way, if you must start over, you can 
make small adjustments to your plan instead of going back to 
the beginning. Finally, select the team you'll lead, and then 

be 


rin the mission. 


C 
o 


Good luck! 


Mission Failure? 

IF you fail a mission or get a lot of your people killed in a suc- 
cessful mission, go back to planning and try again. Study who 
got killed and where to determine the planning changes you 
need to make. For example, if a team was massacred entering a 
room, order them to throw a frag grenade before going 
through the doorway. You may also need to change a team's 
ROE for a certain waypoint. Think of each failure as a learning 
experience. 


{2} 
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Consider replaying 
the mission if even one 
teïni member dies, 
especially in the early 
missions. Losing one 
member per mission 
will leave you short of 
trained, experienced 
professionals for the 
last few. 


CHAPTER SIN 


THE 
MISSIONS 


The Rainbow Six campaign comprises 16 mis- 
sons. You must eomplete each to advance 1 the 
next. Phis chapter provides all the informacion 
you'll need to get through the missions. 

The strategjes are for the Vereran (medium) 
difheultp bevel, requiring you to complete both 
the primary and secondary objectives before 
advancing to the next mission. Recruit level 
feguires wou zo complete only the primary objcc- 
give. Elite missions usually are more difficult 


beeanse they have more terrorists to kill 


Tom Clancy's 


| NI / 


” 


The mission strategies include orders and 
objectives, who to take, what they should carry, 
how to organize them, and, finally, how your 
teams can go about accomplishing the mission, 
with instructions for each. Use these instructions 
during the planning phase to set waypoints and 
issue special instructions and Go codes. 

These strategies aren't set in stone. You may 
find something to add or change to fit the plans 
to your playing style. Experiment. The best plan 
is the one that succeeds. 

The walkthroughs for each of the missions are organized to facilitate planning. Included is a 
list of the teams and the way they should be organized. Next, in the strategy section, vou are given 
a brief summary of what must be done to complete the mission, followed by in-depth strategies 
for each of the teams. While it may seem these team strategies are for vou to play out, they are 
organized by team for simplicity during the planning phase. Just because Blue Team's strategy is 
first does not mean their actions precede those of other teams. Instead, plot Blue Team's way- 
points following their team strategy and continue for each of the other teams. The Additional 


CEE E 


art 


Fem Claneys _ 


ANBONsIk 


Fig. 6-1. The ambassador hides on the 
second floor. Act quickly: the terror- 
ists will kill him if they find him. 


Notes section then ties all che strategies together 
and lets you know when to issue Go codes. This 
last section should be used during the actual mis- 
sion rather chan the team strategies that should 
have already been given to the teams during the 
planning phase. In many missions, one team must 
complete a task before another team can continue. 
Go codes allow you to hold a team at a point in the 
mission unul the task has been completed. The 
code then releases them to continue. Some missions 
have only a few Go codes while others have several. They can 
also be used to hold a team before a difficult area so you can 
take control and lead them through yourself. 


MISSION 1-OPERATION: 
STEEL WIND 


02.07.00 1700 
London 


Mission Orders 


Members of Free Europe, a British neo-Nazi group, have seized 
the Belgian embassy. The ambassador is hiding in an office on 
the second floor and has so far avoided capture. Other embassy 
workers may be trapped inside, as well. Surveillance indicates 
terrorists on all three floors of the complex. 


Objectives 


|. Rescue the ambassador. 
2. Rescue the staff member. 


Mission Data 


Difficulty level __Terrorists Hostages Other 
Recruit Î | None 
Veteran Ö l None 
Kite Il l None 
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Team Assignments 


Blue Team 


Jperative 
haver 
'acoby 


Primar 
MP5-A2 
MP5-A2 


ed lean 


Iperative 
Valther 
aymond 


Peen Team 
perative 

art 

Marisca 


10ld Team 


(perative 
anley 
urke 


Primary 


MPG-A2 
MPo-A2 


Primary 


MPG-A2 
MP5-A2 


Primary 
MP5-A2 
MP5-A2 


dBcondary 
Ao Mark 20 
Ao Mark 23 


Secondary 


Aa Mark 2d 
Aa Mark 23 


Secondary 


45 Mark 23 
Ai Mark 29 


Secondary 


Ai Mark 2d 
Aa Mark 20 


lot 1 
Frag Grenade 
oor Gharge 


frag Grenade 
Door Gharge 


Slot 
Frag Grenade 
loor Gharge 


TESS 
Frag Grenade 
Daar Charge 


Shot2 


Flashhang 
Flashbang 


_ shi? 


Flasbbang 
Flashhang 


Shot 
Hashbang 
Flasbbang 


Slot 2 
Hasbhaag 
Flashbang 


Uniform 
Urban Medium 
Urban Mediom 


Uniform 
Urban Medion 
Orhan Medium 


Uniform 
Urban Mediam 
Urban Mediam 


Uniform 
Orban Medium 
Brban Medium 


Map 6-1: Operation:Steel Wind, Mission 1 


extraction zone Belgian Embassy Compound Legend 


insertion zone À north door : 
PRI fire escape T) =Terrorist 


Î | 
| (#) =Hostage 


garden | =Loeked Door 


_— =\Untocked Door 
tront door 


(barricaded) ie oen embassy Nn SE 1-A _=Room Designation 
building east door (First floor, first room) 


wall 
garden 


open gates 


south door fire escape 
ladder up 


veranda 
barricaded 


front door 
door 2 


staircase up 


Strategy 


Your mission is to enter the Belgian embassy and rescue the 
hostages. Although it would be safer for your team to take 
their time on this mission, you must get to the ambassador on 
the second floor as quickly as possible. 

Ar the beginning of the mission, the tangos have not vet 
found him. If chey do, they'll kill him. Therefore, you must get 
to him as quickly as possible, protect him from the tangos and 
then get him out to safety. An embassy staffer is being held 
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Fan 


Map 6-1. cont. Operation:Steel Wind, Mission 1 


‚ Legend 
fire escape door 4 fire escape 


ladder up ladder down G) =Terrorist 


(#) =Hostage 


stairs up 


| =Locked Door 
balcony —/ =Unlocked Door 


1-Â =Room Designafion 
(First floor, first room) 


staircase down 
door 5 


stairs up 


fire escape door 6 


r down 
ladder do 2E 


stairs down 


stairs down 


ostage on the ground floor room, guarded by a tango. Get her 
ut, as well. 

The front door to the embassy is barricaded and all 
utside entrances locked. Two of your teams have orders to res- 
ue the hostages and escort them out; the other two teams will 
lear the first and second floors of the embassy and clear a way 
ut for the escort teams. Both insertion and extraction zones 


re outside the walls of the embassy compound. 


Blue Team 
‘Take control of Blue Team, whose task is to rescue 
the ambassador. This ream's entry point is through 
the balcony overlooking the garden. Climb up the 
veranda to reach the balcony door. Place a breach- 
ing charge on the door. Now wait for Alpha. 
When the other teams finish placing their 
charges, give the code and blow the door. Enter 2- 
G and advance to 2-H. There's a terrorist in one of 


ris OE these rooms; you may encounter another near the 
de Te ende stairs on your way to 2-1, where the ambassador is hiding. Wait 
second-floor balcony and enter the untl Green Team makes it to the hallway outside this room 
en and awaits a Go code. Give the Bravo code and follow Green 
down the main staircase to foyer 1-C, through room 1-A, and 
then out door 1 to safety outside the compound walls. 

When you're outside of the embassy building, you can 
switch to another team, such as Gold. 


Red Team 

Red Team's task is to clear the first floor of the 
embassy. After receiving Go code Alpha, they enter 
door 1 with a breaching charge. Take out the tango 
in the hall or area 1-D before checking rooms 1-B 
and 1-A. Go through 1-D to enter foyer 1-C and 
take down the tango there. Next, kill the tango in 
1-F and open door 3. Return to the foyer to cover 
the staircase until you receive code Delta. Then 


move out door three, leading the way to safety for 


Gold Team. 


Fig. 6-3. Red Team waits for Go code 
Alpha to blast the door open and 
begin clearing the first floor. Green Team 


Green Teams task is to clear the second floor and lead Blue 


‘Team our of the building. Climb up the fire escape along the 
north side of the building and enter at door 4 wich a breaching 
charge at code Alpha. Advance down the hall carefully. Throw 
a frag at the tango in hall 2-A and check the other rooms along 
this hall. Be careful of tangos coming down the stairs by 2-B. 
Advance to the elevated walkway at 2-E and on toward 2-l. 
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Hold at the southern door to 2-E and wait for 
code Bravo. Then lead Blue Team and the ambas- 
sador to the statrcase through 2-F, down to the 
foyer, 1-C, and out door 1 to safety. 


Gold Team 

Gold Team enters through the back door, 2, at the 
veranda with a breaching charge at code Alpha. 
Enter room 1-E, then advance to the door to 1-G. 
Hold for code Charlie. Issue this code after Red 
Team completes its clearing and awaits Delta. At 
Charlie, open the door and take out the terrorist 
guarding the staff member. Move quickly or the 
tango will kill the hostage. There's no time for a 
flashbang, just enter and fire, careful not to hit the 
hostage. Hold here until you receive code Delta: 
then exit the building, escorting the hostage out 


door 3 with Red Team. 


Notes 


This mission requires a lot of coordination. All 
teams enter the embassy at code Alpha. Code 
Bravo tells Blue and Green to exit. Code Charlie 
orders Gold to enter the room with the staff mem- 
ber and the tango. Code Delta orders Gold and 
Red teams to leave the building. It's a good idea to 
control Blue Team first, at least until they're on 
their way down the stairs. Then switch to Gold 
‘Team, which ts holding for Charlie. You can prob- 
ably do a better job taking out the tango in 1-G. 
He's usually in the corner diagonally right across 
from the door. Give the code before going in to 
avoid confusing the waypoints as vou enter. When 
both hostages make it to the extraction zone, the 
mission ends. 


Fig. 6-4. Once it receives code Bravo, Green 
Team leads Blue out of the building. 


Fig. 6-5. Gold Team must rescue the staff 
member. The terrorist guarding her will kill 
her shortly after yon open the door to the 
room. Yon must shoot first. 


Fig. 6-6. Everyone made it ont safely. It may 
take a few tries to get this outcome, espe- 
cially wiehout wounding any operatives. 


Tom Clancys ___ 


BRAINS) 


Fig. 6-7. Dr. Winston is held under 
guard on the second floor of the 


house. 
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41 
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MISSION 2-OPERATION: 
COLD THUNDER 


04.15.00 0200 
Gong 


Mission Orders 
Hutu rebels have seized a World Health Organization research 
station run by the Horizon Corporation. They're holding the 
research staff hostage. A leading expert on filoviruscs, Dr. 
Catherine Winston, is among the captives. 

The rebels hold the hostages in an abandoned colonial villa. 
A large rebel camp lies nearby, but observers report few enemy 
troops in the building. You will be inserted by helicopter in a 
small clearing a short distance from the villa. 


Objectives 
1. Rescue Or. Winston. 
2. Rescue WHO doctor. 


Mission Data 


Difficulty Level Terrorists Hostages Other 
Recruit 10 Í None 
Veteran Ik None 
flite 8 None 
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Team Assignments 


Blue Team 


Operative Primary Secondary Sat! Slat 2 Unitoem 
Ghavel MP5-5Do Omm 32F6-50 Primary Mag Empty Gama Light 
Red Team 

Operative Primary dECONdary dot 1 dlat 2 Uniform 
Yacoby MP5-505 Smm 92E5-50 Primary Mat Empty Camo Light 
Green leam_ 

Operative Primary Secondary dlat 1 dla 2 Uniform 
Maldiai MP5-505 Jmm 92F5-50 Prinary Mag Emply Camo Lint 


Strategy Note | 


This is a fairly easy, straightforward mission. You can complete 


If you can't select 
a suggested RAIN- 
BOW operative due 
to death or wounds, 
choose a comparable 
replacement. 


it with only two teams or even a single operative. This strategy 
uses three teams to give you practice using Go codes. 

Your teams begin in the jungle, a short distance from the 
outpost. A path leads to the ourpost. Tangos stand guard out- 
side the main house, and inside, as well. Dr. Winston is on the 
second floor and the other doctor is in the basement. Both are 
under guard. 

‘This is a night mission, so stealth is your best 
tactic. Bring only silenced weapons. You'll need no 
flashbangs or frag grenades for this mission. 


Blue Team 

Chavez is Blue Team. Walk down the jungle path 
toward the barn. Before you get there, walk a bit 
toward the tents to the north. Press to bring 


up Sniper view. Use this magnified view to take out 


the tango near the fire. 

Look toward the house. You should see one or vwo other vene ad ele 
Take tf | ee gos at long range. The tangos won't know 
guards. Take them out at long range. The three-round burst Aran. aud beemule woo use 


works well for this. Three guards cover the rear of the house. silenced weapons, other tangos wont 
know what happened. 


MCT CECT > 


Insertion and 
Extraction Zone 


ent 


research 
outpost 


corral 


Legend 
stairs to ® 7 
basement =Terrorist 


#) z=Hostage 


door 1 
_] =Locked Door 


stairs to — =Unlocked Door 
1-A _=Room Designation 


stairs to (First ftoor, first room) 
first floor 


tront porch } L | | Ì | | | 
OO, 


stairs to 
ground 


baicony 


stairs to 
outside 
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Walk around the barn to the other side before tak- 


ing out the remaining guard. Now walk along the 
south wall to an opening. Advance outside the wall 
to the corner. As you round it, you'll see a guard on 
the front porch. Take him out, and then sidestep 
until vou have a shot at the second porch guard. 
Wich the outside clear, backtrack into the com- 
pound and walk to the basement entrance. Move 
carefully down the stairs and take out the tango 
guarding the doctor. Take care, or he'll kill the doc- 


Fig. 6-9. Take out the guards on the 
tor. front porch before heading into the 


Now wait for code Alpha. Give codes Bravo and basement. One has a view to the base- 


Charlie. When Red Team arrives to pick up the dE ad 


hostage, code Alpha gives you the go to advance up 

the stairs into the house. Exit che basement stairway 
carefully. Green Team will be clearing the first floor. 

When he holds for Charlie, head up the staircase to 

the second floor. One tango moves about the second 
floor, so use caution to locate and take him out. You 
can usually find him in room 2-C or 2-D. 

Dr. Winston is being held in room 2-E. Slowly 
advance to the doorway and kill the guard inside 
before he can kill the hostage. Quickly head back 
down the stairs to the basement. Give code Charlie 
to order Green Team to follow you out, covering 
your rear, and move quickly to the extraction zone. 


Fig. 6-10. Escort Dr. Winston down 
the stairs to the basement, and then 
out to the extraction zone. 


Red Team 

Red ‘Team'’s job is simple: get the WHO doctor to safety. This 
team should advance to the barn and hold for code Bravo. 
Once the code is given, move along the south wall to the base- 
ment, walk to the hostage, and escort him to the extraction 
zone along the same path. Wait at the extraction zone for the 
other two teams. 


Green Team 

Green Team must clear the first floor of the main 
house. Wait at the barn with Red Team unul you 
get code Charlie. Then advance past the rear of the 
house and enter it through door 2. Check all the 
rooms, beginning with 1-A. There are tangos in 1-E 
and 1-E Hold at the foort of the stairs until you get 
another Charlie code. Then follow Blue Team into 
the basement and out to the extraction zone. 


Fig. 6-11. Red Team escorts the 
WHO doctor out of the basement to Notes 
safety. 


Alpha codes are for Blue Team; Bravo and Charlie codes are for 
Red and Green, respecuvely. Try this mission solo, controlling 
a single operative with no supporting teams, and follow the 
Blue Team strategy: Leave the doctor in the basement, go 
upstairs and clear the first floor, and then the second, to rescue 
Dr. Winston. Head back to the basement, pick up the other 
doctor, and take both to the extraction zone. 
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MISSION 3-OPERATION: 


ANGEL WIRE 


06.25.00 0530 
North Sea 


Mission Orders 


Members of the Phoenix Group, a radical environmentalist 
organization, have taken over a North Sea oil drilling rig. The 
terrorists have planted explosive devices on the rig and threaten 
to blow it up if their demands arent met. 

You'll be inserted by inflatable boat at the base of the rigs 
legs. Two vers of catwalks allow movement between the legs. 
Above, the two-level main structure contains machine rooms 
and the crew’s quarters. Surveillance indicates a bomb on each 
level of the main structure. The detonator for both bombs lies 
in another room on the top level. If the terrorists deteer your 
presence they'll use this trigger to set off the explosives. 

After completùng your mission, you'll be extracted by heli- 
copter from the rigs upper deck. 

Your team has two new operatives in this mis- 
Sion. 


Objectives 
|. Prevent bomb detonatians. 
1. Rescue oil rig workers. 


Mission Data En Fig. 6-12. Tangos hide in several places 


Difficulty Level Terrorists Hostages Other di bee ze a es gen like work- 
ers, so dont be looled. e two hostages are 
wid b ej together in the same room, under guard. 


Elite Ei l À Bombs 


jn dn Ie 
SR AINBONSIK 


Team Assignments 


Blue Team FE 
Operative Primary Secondary òlat 1 dla 2 Uniform 

Chaval MP5-505 45 Mark-SD Frag Grenades WeartheatSensar Black Medium 
Arnavisga MP5-505 45 Mark-50 Frag brenades Weartheat Sensor Black Medium 
Marris MP5-5D5 45 Mark-5l Demolition Kit Empty Black Heavy 
Operative Primary decondary òlot 1 blof 2 Uniform 
Walther MP5-s0 Ai Mark-50 Fraq Grenades Flashbangs Black Median 
Raymond MP5-505 A Mark-5l Flashhangs Heartbeat Sensor Black Medium 
ONE oe An gd an 
Operative Primary Secondary blot 1 blof 2 Únifarm 

Bogart MP5-506 4 Mark-5l Frag Grenades Flashbangs Black Medium 
Burke MP5-5D5 45 Mark-5 Frag Grenades HeartheatSensar Black Medium 


Strategy 
The strategy for this mission isn't difficult, but the 
execution can be tricky. Although you can only 
control one team at a time, hold your teams at Go 
codes immediately before a task, and then switch 
to that team to perform the task. After completion, 
switch to the next team and complete its task, and 
so forth. 

Each of your three teams has a specific task in 


this mission. One must get to the detonator to pre- 


Fig. 6-13. The rooms on the oil rigs ‚ 
are often filled with obstacles. A vent any tangos triggering the bombs. Another team must dis- 


heartbeat sensor will tell you what arm the bombs as the third team rescues the hostages. Keep 


ou’re up a ainst before ou enter a . . . . e 
: Aa d things as quiet as possible unul the detonator is safe, so the 


tangos don't set off the bombs. 


room. 


Blue Team 

Blue Team’s cask is to disarm the bombs. They should begin in 
tower 3, the southwest leg of the oil rig. Climb the stairs to 
level 7 and wait for code Alpha. Then make your way to tower 


TOM CLANCY'S RAINBOW SIX - PRIMA'S DEFIGIAL STRATEGY GUIDE 


Map 6-3: Operation:Angel Wire, Mission 3 


tower 1 


ladder up ladder up 


oil platform 


tower 3 


ladder up / 


4, watching for a couple of tangos on the catwalks. Climb the ladder and quickly move across the 
catwalk to enter room 8-D. Inside, await another code Alpha. You'll receive it after both Green and 
Gold teams accomplish their tasks. 

After vou get the code, advance to hall 8-C, room 8-E, and then 8-F. Use the heartbeat sensors 
to locate tangos in 8-G. Take them both out and have Morris disarm the bomb. (You must put this 
action into the plan if you want Morris, a noncontrolled team member, to disarm the bomb.) 

One bomb down and one more to go. 


am, 
Ls 
per 


CET 


Map 6-3, cont. Operation:Angel Wire, Mission 3 
ladder Legend 


dawn 
=T| ist 
Ln = G) erroris 
ers HEET (#) -Hostage 
khen ES” dh 


_—ÂÀ =tocked Door 
_— siInlocked Door 


1-A _=Room Designatian 
(First floor, first room) 


stairs up 
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down 
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Map 6-3, cont. Operation:Angel Wire, Mission 3 


Legend 


CG) =Terrorist 


stairs down (1) =Hostage 


AA EE 
=Bomb 
mk E | Oom 


_— =Unlocked Door 


1-A _=Room Designation 
(First floor, lirst room) 


detonator 


computer room 


9-H 


oil tanks 


Oe) 


OO 
AO © TD) 
ee 

eten 


ee je. 
stairs down 


stairs up and down 


dn 
be  BAADTIE Bi TEE MURDER 
in gd 


Fig. 6-15. Green Team must take care 


Rinie. 


A team's Rules of 
Engagement mode 
mist be set to 
Advance for the heart- 
beat monitor to work 
when assigned to a 
supporting team 
member. This tells 
the other team 
member to pull out 
the sensor and begin 
scanning. 


when entering the room containing 
the hostages. They're dressed like 
their terrorist guard. Shoot the one 


with the gun and you'll be OK. 


(EN 
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Fig. 6-14. 
Morris disarms 
the first bomb. 
This doesnt take 
long: he's carry- 
ing the demoli- 
tions kit and is 
an expert in this 


field. 


Head up the stairs in the south part of the room and go 
through room 9-H to hall 9-1. There's a terrorist outside room 
9-J and two more inside. Drop them all, using the sensor to 
locate them before rushing the room. Disarm the final bomb 
and wait for code Delta. When you get the code, head out the 
south door to stairway 9-K and climb it to the helipad—your 
extraction zone. 


Green Team 


Green is the hostage rescue team. It follows Bluc ‘Team to room 
8-D, where it will await code Bravo. When you get this code, 
move out into hall 8-C and then through the door to 8-B. 
There's a tango in this room with the two hostages: 
another tango moves around in the nearby rooms or 
hallway. When the room is clear, escort the hostages to 
stairway 8-H, up to level 10 and the extraction zone. 


Gold Team 
Gold Team must reach the detonator and prevent any 
tangos from setting off the bombs. Its insertion point 
is tower 2, in the northeast. Climb che stairs to level 7 
and await code Alpha. When you get ie, climb che lad- 
der to level 8; then advance along the catwalk to stair- 
way 8-A. Move up the stairs to level 9, and then out the door 
and along another catwalk to 9-B. Inside, wait for code Charlie. 
After Charlie, move out into hall 9-F, and chen into comput- 
er room 9-H. A tango patrols che catwalk from the south end of 
the room. Wait until he approaches the doorway and drop him. 
This will make Blue Teams job a lietle safer. 


Now get to the detonator in room 9-C. No one 
should be in there, so go through 9-E to kill the 
tango in 9-D. Backtrack to 9-C, and then take out 
the cango in 9-G by tossing a frag grenade around 
the corner. Return to 9-C and guard the room unul 
you get code Delta. Then advance as quickly as pos- 
sible to stairway 9-K and up to the extraction zone 
on level 10. 


Notes 


Fig. 6-16. Gold team guards the det- 
All che Go codes may be a bit confusing, but youre using them onator until Blue Team can disarm 
the bombs. 


as gates to halt team movements at critical points, where you ll 
take control. It doesnt matter which team you control first. 
Just get the team to the first code Alpha waypoint. When all 
teams await this code, give it to them. All will exit the tower 
stairwells and head to their next Go code location. There are 
two tangos on level 7. The Go code lets all your teams move at 
once into their first potential firefight. You should control Blue 
‘Team as it crosses the catwalk to tower 4. Scan the catwalks for 
tangos. If none are nearby, use sniper view and rake them out 
at long range. Continue following waypoints unul you reach 
the next Go code. Each team now awaits a different code. This 
is where each must perform its particular task. Choose Gold 
‘Team and give code Charlie. After they secure the 
detonator and reach code Delta, switch to Green 
Bean: 

Green ‘Team awaits Bravo. Give the code and 
then rescue the hostages. After you kill the two tan- 
gos in the area near the hostages, switch to Blue 
Team. Green will automatically take them to safety 
at the extraction zone. 

Your final task is to disarm the bombs. Give 
Blue Team the Alpha code and do vour stuff. After 


taking care of the second bomb, vou must hold for 


Fig. 6-17. Everyone made it safely 
to the helipad. 


code Delta, the code that orders Blue and Gold teanis to the 
extracuon zone. Give it, and both teams will run for the heli- 


pad. 
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MISSION 4-OPERATION: 


SUN DEVIL 
08.03.00 0630 
Brazil 


Mission Orders 


American and Brazilian workers have been kidnapped from 
the site of a new research station under construction in the 
Amazon rain forest. Ramon Calderon, a local drug lord, is 
responsible. Calderon runs his operation out of a former sugar 
cane plantation on the Brazil-Colombia border. 

Intelligence reports Calderon's stronghold is well-guarded. 
Guards armed with automatic weapons patrol inside and out- 
side the house. The workers are being held in the basement, 
and Calderon's bedroom lies on the second floor. 

You'll be inserted on the road to Calderon's house, a short 
distance from his front gate. Return with the hostages to this 
location to be airlifted out. 


Objectives 
Fig. 6-18. You'll really need the 1. Rescue workers. 
heartbeat sensors once yon get your 1 Kill Raman Calderon. 


teams inside the plantation house. 
Tangos are hiding in corners, waiting 


to ambush you. 


Mission Data 


Difficulty Level Terrorists Hostages Bther 
Recruit 1 None 
Veteran 4 None 
Elite 1] None 
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Team Assignments 


Blue Team 


Operative Primary becandary dlat 1 

Walther MP5-A2 ‚Ao Mark 23 Flashbang 
Arnavista MP5-A2 Ab Mark 23 Heartbeat Sensor 
Red Team 

Operative Primary Secondary olot 1 

haver MP5-A2 Ai Mark 2d Flashband 
Raymand MP5-A2 Aú Mark 29 Keartbeal Sensor 
Green Team 

Operative Primary Secandary òlol 1 

Bogart M-16A2 Aa Mark 23 Primary Mad 
Yacoby M-16A2 Ao Mark 2d Primary Man 
Strategy 


‘This mission ís straightforward but difficult to exe- 
cute. One of your teams will be the outside fire sup- 
port and will clear the exterior of the house from a 
distance. The other teams will enter the building. 
Äs one rescuies the hostages, the other will find the 
drug lord and execute him. As in the previous mis- 
sion, you should control each team during its most 
difficult task to prevent unnecessary casualties. All 
the tangos have automatic weapons and are very 
dangerous. Heartbeat sensors allow infiltrating 
teams to detect tangos hiding in ambush around 
corners. 


Blue Team 

Blue Team's job is to rescue the hostages. Advance 
to the wall around the plantation house and hold 
behind it unul eode Alpha. Then run to door 2 and 
hold for another Alpha code. So far, you should 


have avoided any tangos. Green Team already has 


blof 2 
frag Grenade 
frag Grenade 


blot 2 
Frag Grenade 
Frag Grenade 


lot 2 


Emply 
Emply 


Uniform 
Camo Heavy 
Camo Heavy 


Uniform 
Gamo Heavy 
Camo Hear 


Unilorm 
Gamo Heavy 
Gamo Heavy 


Fig. 6-19. You can take out half the tangos from long 
range while they're outside the plantation house. 
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RCS 
ni 


Fig. 6-20. Throw frag grenades around corners to take 


out tangos waiting in ambush. 
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Map 6-4: Operation:Sun 


Devil, Mission 4 Legend 


Plantation House @) =Terrorist 


stairs down 


stairs up 


Courtyard 


stairs up 


Fig. 6-21. You must kill the tango guard- 
ing the hostages quickly before he can 


kill them-or you! 
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(#) =Hostage 
_—] =tocked Door 
=Unlocked Door 


=Room Designation 
(First tloor, tirst room) 


En 


living room 


taken down the outside guards, as well as the ones in 
this part of the house. Enter the kitchen, and then 
move on to the hallway. There may be a tango at the 
far end of the hall. If not, he's probably in room 1- 
A. Use the heartbeat sensor to locate both him and 
the tango in 1-B. Rather than expose your team to 
fire, throw frag grenades around the corners of these 
rooms to take them out. Next, head downstairs to 
the basement. 

Hold at the basement door until you receive 
another Alpha code. Carefully open the door and take out the 
terrorist in your line of sight. If you cant see him, wait until he 
comes out into the open. Then move carefully into the base- 
ment. Another tango guards the two hostages in room B-A. 
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Map 6-4, cont Operation:Sun Devil, Mission 4 


tegend 


balcony ®D T) =Terrorist 
GH) =Hostage 


_] =tocked Door 
stairs down — =\Unlocked Door 


1-A _=Room Designation 
(First floor, first room) 


stairs up 


Q bedroom 


2-A 


IRON 
balcony CG) 


stairs down 


Advance along the right-hand wall and then side- 
step left to put the tango in vour sights. Shoot 
quickly before he can fire at you or the hostages. 

With the basement clear, escort the hostages to 
the kitchen and await code Delta. Then head to 
the extraction zone. 


Red Team 


Red Teams task is to execute the drug lord, Ramon 
Calderon. First, advance to the wall around the 


plantation house and hold for code Alpha. Then ee ede RN 
$ 5 team, if they aren careful. Calderon packs some heavy 
run to wait near door 3 for code Bravo. You should Bren Leet OEREN 


only face two LaNgOS during this mission. The first frag grenade will take him out or at least stun him. 
is in room 1-C. Use the heartbeat sensor to find 


mn 
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Fig. 6-23. Take out the tango on the bafcony first with 
the M-16A2. 
take a look. Kill them all, and the outside of the house is 
almost clear. 


Then wait for six more tangos to come to 


Fig. 6-24. Red Team awaits its Go code to enter the 
house and execute its task. 
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him, and then throw a frag grenade around the 
corner into the room to take him out. Then make 
your way up the stairs. Hold at the top for code 
Bravo again. 

Calderon is in the room at the top of the stairs 
around the corner. Use the heartbeat sensor to 
find his exact posiuon, and then throw a frag 
grenade around the corner. Rush in after the 
grenade goes off. If it missed him, he'll be stunnec 
and you can take him down before he recovers. 

Go back down the stairs and hold in room 1-C 
for code Delta. Then make your way to the 
extraction zone. 


Green Team 

Green ‘Team provides fire support and clears the 
outside of the plantation house of all tangos. 
Because all their shots will be from long range, 
members are assigned M-16A2s for more firepower 

Begin by moving to the wall around the plan- 
tation house. Using an edge for cover, take out th 
guard on the balcony using Sniper view. A second 
tango waits to the right of the house and a third 
to the left. Drop them both. Before moving far- 
ther, wait for code Charlie. 

Four more tangos will come from the left to 
investigate the gunfire. Kill them all, and then 
proceed left toward the barn. Go around it and 
along the base of the cliff until you have a shot at 
the guard on the other balcony. After eliminating 
him, hold for code Delta. This gives you the go- 


ahead to return to the extraction zone. 


Notes 


Begin in control of Green ‘Team, because its job is 
the first you must do. After all seven tangos are 
down on this side of the house, code Delta cells 
the team to head around to the other side to take 
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out the tango on the opposite balcony. When all is 
clear, give code Alpha. Blue and Red teams will 
run to their positions outside the house at doors 2 
and 3, respecuvelv. 

Switch to Blue Team and give code Alpha. Lead 
Blue Team to free the hostages. The tangos waiting 
in ambush make this difficult, and vou probably 
can do better than the computer. The next Alpha 
code is at the door to the basement. When the 
hostages are free, lead them back to the kitchen to 
await Delta. 

Switch to Red Team. Give code Bravo, and then 
advance to room 1-C. The next Bravo code is at 
the top of the stairs, in the drug lord's bedroom. 
After Calderon is dead, return downstairs. Finally, 
give code Delta to order all teams to return to the 


EXtraction zZONne. 


MISSION 5-OPERATION: 
GHOST DANCE 


08.27.00 1830 
Barcelona 


Mission Orders 

Left-wing terrorists have taken over the Pirate 
Adventure ride at the WorldPark amusement park 
in Barcelona. They hold several tourists hostage in 
the center of the attraction. 

Park security has sealed off the area around the 
ride. A main entrance and a back alley give access 
to the building. A system of maintenance passages 
and catwalks connects the attractions public arcas. 

Your team recetves two new operatives for this 


miussion. 


Objective 


1. Rescue all hostages. 


Fig. 6-25. This mission takes place in 
an amusement park’s Pirate 
Adventure ride. 


Fig. 6-26. Control room 2 looks out 
over the attractions main entrance. 
However, your teams will use the 


back door. 


Fig. 6-27. You must reach the 
hostages before their terrorist guards 


execute them. 
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Mission Dl 

Oifficuitylevel _Terrorists ostages Other 

Reernit 10 Ò None 

Veteran î Ò None 

Elite 1 Ù None 
Team Assignments 
Operative Primary Secondary Slot 1 Stat 2 Uniform 
Gliave? MP5-505 4 Mark-5l Flashbangs Frag Grenades Orhan Light 
Yacoby MP5-505 46 Mark-50 Flashbangs HeartbeatSensor Urban Ligh! 
Operative Primary Decondary Slot 1 Slot 2 Uniform 
Noronha MP5-505 Ab Mark-50 Flashbangs Frag Grenades Urban Light 
Raymond MP5-505 A5 Mark-50 Flashbangs Heartbeat Sensor Urban Light 
Green Team 5 A 
Operative Primary Secondary òlat 1 blt 2 Uniform 
Walther MP5-505 Ai Mark-50 Flashbangs Frag brenades Urban Light 
Burke MP5-5D5 A Mark-5D Flashbangs Heartbeat Sensor Urban Light 
Operative Primary Secondary Slot 1 Slot 2 Uniform 
Bogart MP5-505 A Mark-50D Flashbangs Frag Grenades Úrhan Light 
Arnavisca MP5-505 Ai Mark-50 Flashbangs HeartbeatSensor Orban Lint 


Fig. 6-28. Blue Team clears the catwalks overlooking the 
ground floor. 


Strategy 


This is a tough mission. The terrorists guarding the 
hostages have instructions to kill them if anyone 
attempts a rescue. You must use the greatest cau- 
ton and stealth to infiltrate che amusement attrac- 
tion and converge on the area where the hostages 


are held. 
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There are catwalks and passageways above the 
ground floor. You must clear these of tangos prior 
to the rescue. Use four teams in this mission: two 
can clear the cavwalks and control rooms, while the 
other two secure the ground floor, except for the 
hostage room. Then, when all teams are in post- 
von, all will take out the tangos near the hostages. 
Finally, escort the hostages to safety. 


Blue Team 


Blue ‘Team must clear the carwalks suspended EGON NS its way 
above the attraction. Enter door 1 at code Alpha; then climb through the tunnels toward the 
stairway 3 and wait for another Alpha code. When nen 


it comes, rush into area 3-D. There's one tango 
there and another at ground level vou can take out 
from above. 

Next, advance to 3-F, drop the tango there, and 
then make your way toward 3-E. Hold at the pas- 
sage to 3-C and wait for Delta. When this code to 
rush the hostage area comes, run out into 3-C, 
take out the tango on the catwalk, and then do 
what you can to help the teams below. Finally, 
make vour wav through 3-D to stairway 3 and out 


to the extraction zone. e mes 
Fig. 6-30. Green Teain clears out con- 


Red Team trol room 1, overlooking the area 


en BE where tangos hold the hostages. 
Red ‘Teams job is to get the hostages to safety. : 5 


Thev enter door 3 at code Alpha, and then wait 
outside the door to 1-C. When you get another 
Alpha, rush in, take out the tango guard there, hop 
into the water, and wade to the entrance to 1-À. 
Stay out of sight until vou receiwwe code Delta. 
Then rush into l-A and take out the guards. 
Concentrate on the two tangos nearest the 
hostages; they have orders to kill them. Escort the 
hostages back through 1-C and out door 3 to the 


extraction point. 


Fig. 6-31. Gold Team waits pattently 


Green Team 
for the other teams to get into posi- 


Green Team must secure the midlevel passageways to the control an Whenmhenpee code Dele tier 
rooms. Enter the building through door 2 at code Alpha. rush in to kill the tangos in the room 


with the hostages. 
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Map 6-5: Operation:Ghost Dance, Mission 5 


stairs up 1 


insertion 
zone í 


wooden 
walkway 


Legend 


@ =Terrorist 
(#) =Hostage 


—_] =Locked Door 
— =Unlocked Door 


1-A _=Room Designation 
(First floor, first room) 


1] =Shallow Water 


k 


beden: 
gote Ri: 


meier _ This is a very 
& interesting level. 
…. Jake some time to 
PAN around and 
explore it. It's also 
great for multiplay- 
er games. 
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} ‚ stairs up 2 
stairs up Pirate Ride stairs up 3 


1-B 


te D 


Stairs up 4 
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extraction 
zone 


Immediately head up stairway 4 and over to control room 2. 
Take out che tango there, and then run back to control room 

1. Wait outside the door unul you get code Delta; then enter 
the control room and clear it. The tango there may leave before 
you get the Delta code, so just take him out. Then you can 
make your way back to the extraction zone. 


Gold Team 

Gold Team provides support for Red ‘Team. Enter door 1 at 
code Alpha. Then move over near the door to room 1-B. At 
the next code Alpha, enter the room and take out the tango 
inside (if Blue Team hasn't already). Then move over near the 
pirate ship and wait for code Delta. This tells you to rush into 
room 1-À and take out the terrorists before they can kill che 
hostages. Follow Red ‘Team out through 1-C and cover their 
rear all the way to the extraction zone. 


Map 6-5, cont. Operation:Ghost Dance, Mission 5 


stairs up and down 2 
stairs up and down 1 


control 
room 1 


Legend 


CT) =Terrorist stairs down 4 


—_] =Locked Door 
_— =Unlocked Door 


1-A _=Room Designation 
(First floor, first room) 


control 
room 2 


stairs down 6 
stairs down 5 stairs up 6 


Notes 
The key to this mission is timing and stealth. Most 
of the guards aren‘ all that alert. Use heartbeat 
sensors to locate them before entering a room. 
Don't use frag grenades or flashbangs; they'll only 
give you away and provoke the tangos to execute 
the hostages. 

[his mission uses several Go codes. The first 
code Alpha orders all four teams to enter the 
building. The second Alpha sends Blue, Red, and 


Gold teams into areas where they'll run into tan- Fig, 6-32, Red Feam leads the hostages 
from the building and Gold Team fol- 


lows close behind. 


gos. Green Team has a bit farther to travel and so needn't wait for 
this code. The final code, Delta, is the signal for all teams to con- 
verge on tangos with shots at the hostages. While Gold and Red 
concentrate on the tangos in the room with the hostages, Blue 
clears the catwalks above and Green secures the control room 
overlooking the scene. 
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stairs down 1 


Legend 
: stairs down 3 


7) =Terrorist 


jj] =Locked Door 
_— =Untoeked Door 


1-A =Room Designation 
(First floor, first room) 


stairs down 6 
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MISSION 6-—OPERATION: 
BLUE SKY 


09.050 0140 
Hungary 


Mission Orders 


The Phoenix Group has seized a dam on the bor- 
der between Hungary and Slovakta and threatens 
to destroy it. One of the terrorists, a Dutch stu- 
dent named Roland Kunst, will turn informant if 
vou can bring him out alive. 

Surveillance indicates that explosive devices 
have been placed deep inside the dam. If the ter- 


rorists learn of the team’s presence they ll deronate 
Fig. 6-33. Three bombs have been the devices using triggers scattered throughout the area. Kunst's 


placed separately, deep within the 


- last communication indicated he's hiding in the dam's upper 
dam. Your teams must disarm them 


before the tangos can set them off. levels. 
Your team will be inserted on the Slovakian side of the river. 
Two new operatives are assigned to your team for this mission. 


Objectives 
|. Rescue Roland Kunst. 
1. Prevent bomb detonation. 


Mission Data 


Difficultytevel _Terrorists Hostages Other 

Recrait 1 Ì d Bambs 
Veteran | Í 8 Bombs 
Elite dl Í d Bamhs 


{5 
En 
is 
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Team Assignments 


Blue TEM 

(perative Primary Secondary blot 1 Slot 2 Uniform 
Gaver MP5-505 Aá Mark-50 fran brenades flashbangs Urban Medium 
Yacaby MP5-505 Ai Mark-50 Frag Grenades Weartbeat Sensor Urban Medium 
Operative Primary Secondary Blot 1 dlot 2 Uniform 
Noronha MP5-s5 A5 Mark-5l rag Grenades flashbangs Urban Medium 
Raymand MP5-505 A5 Mark-5l frag brenades Weartheat Sensor Urban Medium 
Dperative Primary decondary dlot 1 blot 2 Uniform 
Walther MP5-505 Ai Mark-5D rag Grenades Flashbangs Urban Heavy 
Berkenhauer MP5-505 Ai Mark-5D Weartheat Sensor __Demolitions Kit Urban Heavy 
Operative Primary decondary alot 1 Slot 2 Uniform 
Bogart MP5-505 Ai Mark-50 rag Grenades Flashbangs Urban Heavy 
Morris MP5-505 Ai Mark-5l Heartbeat Sensor __Demolitions Kit Urban Heavy 


Strategy 

This mission isn't difficult if you plan well. Rescuing 
Roland Kunst is your top priority. He has valuable 
information, possibly worth more than the dam 
itself. However, you also must prevent the terrorists 
from blowing the dam. To accomplish all this, you'll 
need four teams. Two teams will defuse the bombs 
while a third prevents the terrorists from detonating 
them before they can be disarmed. The final team 


Fig. 6-34. Be wary: danger lurks in the will gert Kunst out of the dam to safery. 
stairways. Don't let a tango surprise The enemy isn't really expecting you, so you have an advan- 
you. 


tage. Also, the dam consists of long, narrow passageways and 
tunnels, as well as large rooms. This makes the operation a bit 
easier, because you can take some long shots. 
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Map 6-6. Operation:Blue Sky, Mission 6 
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Legend 
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—] =Locked Door 
=Uniocked Door 


=Room Designation 
(Firsl tioor, Hirst room) 


=Ladder Up 


AJ =Laader down 


Give each team a heartbeat sensor to prevent the enemy sur- 
prising them. Use silenced weapons to prevent triggering an 
alarm that could lead the terrorists to blow the dam. Once the 
detonator is secured, however, feel free to use flashbangs and 
grenades. 

Be cautious as you descend the various flights of stairs. 
‘Tangos patrol some of them. Often it's a good idea to sidestep 


the corners so youre not surprised. 
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Map 6-6, cont. Operation:Blue Sky, Mission 6 


stairs 2 stairs 3 


turbines 


stairs 4 


stairs 5 


stairs 2 
detonator 


stairs 1 stairs 3 
tegend 


@ =Terrorist 


_—] =toeked Door 
— =Unloeked Door 


1-A _=Room Designation 
(First toor, tirst room) 


Finally, you needn't get all your operatives out of the dam. 
After you've gotten Kunst out and disarmed the bombs, the 
mission ends. 


Blue Team 

Blue Team is the best team to control. Its job is to get down to 
the detonator as qutckly as possible, and to clear a path for the 
teams that follow. 
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Map 6-6, cont. Operation:Blue Sky, Mission 6 


Legend 


GT) =Jerrorist 


| =locked Door 
_— =Unlocked Door 


1-A__=Room Designation 
(First ttoor, lirst room) 


All teams begin in the tunnel to the dam. 
Approach the dam carefully. To the right of the 
tunnel entrance is a small concrete building wich a 
stairway down to the water. Atop the building is a 
tango. Take him out, as well as another tango at a 
distance. The door to the stairway is locked, so 
you'll have to pick it. The stairs take you to level 
14. Advance along the pathway to stairway 3. Take 
out the tango parrolling near the center of che 
dam. Pick the lock to get through the door and 


Fig. 6-35. Blue Team clears out one of 
then descend the stairs. the large rooms. 


You'll meet at least one tango on the way down. Eliminate 
him before he can get off a shot. Continue down to level 2 and 
hold at the stairway for code Alpha. Next, move out into room 
2-B and take out the tango near the detonator. There's another 
tango up on the turbines. Guard the detonator undl you 
receive another Alpha code. 
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Your next task is to clear the tunnels on chis 
level, especially those to room 2-D, where a bomb 
is located. ‘This makes Green Team's job a bit easi- 
er. When you've done this, head down stairway 4 
to level 1. Now you must clear the way for Gold 
Team. Go through room 1-B and down the tunnel 
to 1-C. Hold for code Alpha before you reach the 


rooms first entrance. A tango is stationed at each 


room entrance and two more wait inside. After 


ens 


ie 6:56. Goardult OStonatadlathe you clear the room, your mission ends. 


tangos can't set off the bombs. The 
best way to prevent this, however, is to Red Team 


hunt down the tangos in the area. , ® É p 
5 Red ‘Team's task is to find Kunst and get him out of the dam. 


This is the only team for which you must plot an escape. Hold 
in the tunnel until you receive code Bravo. Then go down 
stairway 4 to level 14, across the path to stairway 3, and down 
to level 10. Blue Team has cleared the path to this point. Hold 
in the stairway for another Bravo code. When it comes, move 
out into the passage. Two tangos should confront 
you as you advance down the long corridor to the 
catwalk leading to room 10-A. A third waits on 
the cacwalk. The heartbeat sensor will tell you 
what's around the corners. From the catwalk, you 
can see levels 2 and 6. Feel free to take out any 
tangos you can get in your sights. 

You'll find Kunst in room 10-A. Escort him as 
quickly as possible to the extraction zone in the tun- 
nel. Follow the same route you took into the dam 
and you should have no trouble. Wait in the tunnel 


Fig. 6-37. Kunst's information about 


We DISeNOCRBep ie bre precious for the other teams to complete their assignments. 


than the dam and his safety is your 

main objective. Green Team 
Disarming two of the bombs is Green Team's task. Be sure this 
team includes a demolitions specialist wich a demolitions kic. 
Hold in the tunnel for code Charlie, and then follow Blue 
Team's path down to level 6, using stairway 3. Hold in the 
stairway for a second code Charlie. Then move out into the 
passageway toward area 6-B. The bomb is next to the turbine 
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nearest you. Before disarming it, take out the 
tango patrolling the area, as well as another one 
standing on the turbine. 

After disarming the first bomb, walk to stairwav 
2 and descend to level 2. Hold im the stairway 
until you get another Charlie code. Now advance 
quickly through area 2-A to room 2-D. You'll 
encounter a few tangos along the way, bur Blue 
‘Team should have cleared most of them for vou. 
Disarm the second bomb and then wait for Gold 
Team to take care of the third. Your misston is 


Over. 


Gold Team 

Gold Team is the other bomb team. Hold tn the 
tunnel for code Delta. Then advance down stair- 
way 3, following Blue ‘Team's path, to level 2. Hold 
for another code Delta, and then make your way 
to stairway 6. Descend to level Ll and wait outside 
room 1-C for the third Delta code. You'll ger it 
after Blue Team clears the room for vou. Then 
enter and disarm the bomb there. If the other 
bombs were disarmed and Kunst taken to safety, 
your mission should end. 


Notes 

For this misston, vou need control only Blue 
Team. The computer can run the other three 
teams successfully if vou plan well. While the other 
three teams hold in the tunnel, Blue Team clears a 
path to stairway 3 on level 14, and then takes out 
tangos on the way down to level 2. Once vourre in 
the srairwav, give codes Bravo, Charlie, and Delta, 
with about 10 seconds between them, so the three 
teams wont get stuck in the stairway. When Red 
Team awaits Bravo, give the code so they can begin 
their rescue of Kunst. You need no longer concern 
vourself with that objective. 


Fig. 6-38. Take out the tango guarding 


the bomb near the turbine. Use Sniper 


view to get a good aim at long range. 


‚ d 
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Fig. 6-39, Disarm the last bomb to 


complete the mission. 


Fig. 6-40. Four tangos guard the final 
bomb. The last is right next to it. 


sRAiNBosin 


Ás soon as Blue Team reaches level 2, go ahead and give 
code Alpha; then you can secure the detonator. Give code 


Note” Charlie to Green ‘Team so they can advance to disarm bomb 2 
on level 6. ens they finish, chey’ll connue down to level 2 
> weiger — fa demolitions team via stairway 2. As they disarm the first bomb, Blue Team can 
% can't complete its task, begin clearing the tunnels on level 2. 
you can contr ol the other By the time Green Team is holding for Charlie, the path 
team Wd manually will be safer for them and for Gold ‘Team. Give both codes 
disarm their assigned Charlie and Delta, and then cake Blue Team down to level 1 to 
bombs. 


clear out room 1-C for Gold Team. Next, give the final Dela 
code and wait for Gold Team to disarm the last bomb and 
complete the mission. 


MISSION 7—-OPERATION: 
FIRE WALK 


09.10.00 0700 
ldaho 


Mission Orders 


The Phoenix Group is operating a secret biological 
warfare installation in southern Idaho. The team 
must secure the compound with minimal casual- 
ties. Lethal biological agents may be present within 
the main laboratory building. Breach of biosuit 
integrity in this environment may result in death. 
You'll be inserted over the wall in che rear of the 


compound. If they detect your presence, Phoenix 


Fig. 6-41. The leaders will try to make members carrying virus samples will try to escape 
a break for the HMV. Kill them before through the front gate, so secure this area first. 
Ros IF YOU ALLOW ANYONE TO LEAVE THE COM- 
agen S. 


POUND, YOUR MISSION FAILS. 

Intelligence indicates the compound's occupants won't 
expect an attack. They probably will be unarmed, offering lictle 
resistance. 


ún 


ip 
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Objectives 
1. Kill all terrorists. 
2. Prevent both leaders from leaving. 


Mission Data 

Difficulty Level Teprorists 
Keen j 

Veleran Ö 

Kle 


Team Assignments 


Blue Team 

Operative Primary 
Hanley GAR-o 
Raymond GAR-Ib 
Red Team mn 
Operative Primary 
Burke GAR-I5 
Sweeney CAR-l5 
Green Team 

Operative Primary 
Arnavisca M-16A? 
Maldini M-16A2 
Gold Team 

Operative Primary 
Woo K-16A2 
Vacaby M-16A2 


Kostages 
Û 


| Secondary | 


Ao Mark 23 
A Mark 2d 


Secondary 
4 Mark 2d 
A5 Mark 23 


Secondary 
Ab Mark 23 
45 Mark 23 


Secondary 
Ab Mark 23 
Ai Mark 23 


Other 
LEM 
|MY 
HM 


olaf 1 
frag Grenades 
frag Grenades 


blat 1 
Frag Grenades 
frag Grenades 


Slot 1 
Frag Grenades 
Frag Grenades 


Slot f 
Frag Grenades 
Fraq Grenades 


ölot 2 
Frag Grenades 
Heartbeat Sensor 


Slot 2 
Frag Grenades 
Heartbeat Sensor 


òlot 2 
Frag bregades 
Heartbeat Sensor 


alot 2 
Frag Grevades 
Heartbeat Sensor 


Uniform 
Binsuit 
Biosuit 


Uniform 
Biosait 
Biosnit 


Wniform 
Wood Heavy 
Wond Heavy 


Uniform 
Wood Heawy 
Wood Heavy 


MCT NT II 
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Map 6-7: Operation:Fire Walk, Mission 7 


Phoenix Group Laboratory 


LI 
insertion zone GC) 


Legend 

=Terrorist 
1] =Locked Door 
— =Unlocked Door 


1-A =Room Designation 
(First floor, tirst room) 


STRATEGY GUIDE 
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Strategy 
This is a tough mission. The briefing states that you're unex- 
peeted and can take the camp without firing a shot. Thar intel- 
ligence is extremely faulty. Not only will the tangos fight back, 
but they all wear body armor. You must pull out 
the heavy arulfery. All vour operatves should carry 
either the CAR-15 or the M-16A2. These will give 
vou a bit more punch than the MP5 models. The 
silenced submachine gun would be nice, but the 
surprise would be short-lived. 

This mission requires four teams. Although the 
briefing doesn't state it, another mission follows 
tmmediately after this one. Because it follows up in 


the same area, vou Must USE the Same operatives, 


so choose good ones. Those vou used in the last Wie 
5 7 Fig. 6-42. The lab contains dangerous 


mission may be fatgued, lowering their abilities. Be sure to biolöpltala scat: All operdtivertenter- 
take eight operatives: you dont know what vou'll be up against ing the lab must wear biosuits. 


in the next mission. 

One of the mission’s four teams will cover the main gate to 
prevent escapes. The second team will clear the two smaller 
buildings. The remaining two teams will enter che lab and kill 
everyone inside. Because the lab contains dangerous biological 
agents, all operatives who enter it must wear biosuits. These are 
not very protective against bullets and a puncture 
can mean death. Therefore, you must exercise great 
caution inside the lab. Use heartbeat sensors to 
locate hiding tangos. Throw frag grenades as much 
as possible to kill tangos around corners. 


Blue Team 


Blue Team is vour main lab infiltrator. Advance 
next to building 1 and hold for Alpha code. Then 


move up to door 1 of the fab and wait for a second 


Alpha. “Fhis is the go to enter the lab. There's a Fig. 6-43. Blue Team must move 
through decontaminating rooms with 


tango in room 1-E. Throw a frage erenade around the corner to > 
8 55 spray to find and kill all the terrorists. 


take him out. Then wait for other tangos to come and tnvesti- 
gate. The heartbeat sensor enables vou to see them before they 
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come into visual range. Mow them down with your rifles as 
you await a third Alpha. 

Throw a frag grenade into 1-J to take out the tango hid- 
ing behind the locker; then advance toward 1-B. A 
tango is stationed in 1-D, buc he probably was 
killed tn che hallway when he came to see what was 
happening. The same goes for the tango in 1-B. 
(He may be there or you may have killed him 
already.) Continue around to 1-A, and then 
through the disinfecting spray to 1-C. Here you!ll 
find one or two tangos. Dispatch them quickly 
with a frag grenade or full-automatic bursts. 
Advance to room 1-H and hold for Alpha. There 
are two tangos in 1-G. Sidestep out of 1-H, shoot 


Fig. 6-44. Throw frag grenades at tan- £ 5 
B hidden behind En ROn out the glass window of 1-G, and throw in a frag grenade. 


Carefully approach room 1-K and do the same to the tango 
inside. A final tango waits in hall 1-L. Kill him and exit the lab. 


Red Team 


Red Team is the other team co enter the lab and so needs pro- 
tective biosuits. At the beginning, head to the compound's 
northeast corner, and then advance down the other side of the 
lab unul you have a view of the loading dock from the side. 
Wait there for code Bravo. Shoot any tangos that come out of 
the loading dock before they can escape in the HMV. 

When you receive code Bravo, enter the loading area (1-1) 
and hold in the doorway to hall 1-F for another Bravo code. 
Shoot any tangos that come into your sights. Use the heartbeat 
sensor to monitor tangos out of your visual range. When you 
get the next code, advance to room 1-J, careful to take out any 
tangos hiding in there. Pause there until you get yet another 
Bravo. Enter room 1-L through the spray room and take out 
the tango there. You can take out the tango in l-K through the 
window, as well. Use caution when rounding the corner: the 
two tangos in room 1-G will have a shot at you. ‘Take them out 
and wait for Blue ‘Team to meet up with you. 
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Green Team 

Green Team'’s task is to clear the other two build- 
ings in the compound. Advance down the west 
wall past building 2. Turn east to take out a tango 
next to the lab loading dock. Hold for code 
Charlie. Another tango patrols the center of the 
compound. Drop him as he comes into view. 
Using the heartbeat sensor, locate the two tangos 
in building 2 before entering. If they're not in the 


first room when you enter, then throw frag BIEC THeraniein stem 1:G 


grenades through the doorways to kill them where they hide. have a clear shot down the hallway. 
When the building is clear, head to building 1. One of the Either shoot them first or shoot out 


the window and throw in a frag 


tangos may have come out the door to investigate the gun- este Mein 


shots. Drop him. Otherwise, use caution as you 
approach the door and when you open it. [hrow a 
frag grenade into the corner of the room where the 
tangos are, and then rush in to finish the job. You 
can also try throwing a grenade through the win- 
dow. Hold outside building 1 and cover door l of 
the lab in case any tangos try to escape. 


Gold Team 

Gold Team covers the main gate to prevent tango 
leaders from escaping with biological agents. 
Advance down the west wall to the south corner; 
then move east to the edge of the garage, where 
you have a good view of the loading dock, the 
HMV, and the area between. This is your killing 
ground. Shoot any tangos in this area to prevent 
their escape. Thar is all vou have to do tn this mis- 
sion. 


Notes 


You should begin in control of Green Team. The 


two small buildings must be cleared before Blue 


Fig. 6-47. Gold Team covers the main 


‘Team approaches the lab, because the tangos in 
B ‚ gate to make sure no one escapes from 
these buildings can fire through the windows at vour opera- the compound. 


tives. Give Charlie codes so Green can clear building 2, and 


{= 


EN | eh 

ghtineowsik 
then building 1. Gold Team automatically will go to its post 
and take out any tangos attempting to leave. Red Team also 
has a good field of fire into this area from the other side of the 
lab. When Green Team finishes its job, give code Alpha for 
Blue Team to approach door 1 of the lab. 

Now take control of Blue. You can do a better 
job than the computer for this next difficult task. 
Give code Alpha again to enter the lab. Code 
Bravo tells Red ‘Team to enter the lab through the 
loading dock. Together, you should be able to 
catch several tangos in a cross fire. Once Blue 
Team clears 1-F and 1-J, give Red another Bravo 
code and have them wait in 1-J while you take 
Blue Team through the rest of the lab. 

This mission leads into the next. Any operatives 


Fig. 6-48. Inside the lab, you'll find wounded or fatigued in this mission will remain so 
humans beiug used as test subjects for 
deadly biological weapons. 


in the next. Therefore, it is imperative you keep your people 


safe and healthy. 


MISSION 8—OPERATION: 
WINTER HAWK 


03.10.00 0600 
Idaho 


Mission Orders 
Leaders of the Phoenix Group's Idaho operation have fled to a 


local airstrip. They're believed to carry dangerous biological 
agents and probably will attempt to leave the area by airplane. 
You'll approach the airstrip from behind the control tower. 
Time constraints limit you to the team employed on the 
preceding mission. 
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Objectives 
1. Kill all terrorists. 
2. Prevent both leaders fram eSCaping in the plane. 


Mission Data 

Difficulty Level Terrorists 
Recruit 1 

Veteran | 

Elite 14 


Team Assignments 


Blue leam 
Operative Primary 
Hanley GAR-lo 
Raymond GAR-lo 
hed Team 

Dperative Primary 
Burke GAR-I5 
OWN GAR-15 
Green Team 

Dperative Primary 
Arnavisca GAR-15 
Maldioi GAR-I5 
Gold Team 

Operative Primary 
Woo GAR-I5 
Vacoby GAR-15 


leaders 


Ô 
{ 


Secondary 
Ai Mark 2d 
45 Mark 23 


decondary 
Ai Mark 20 
Ai Mark 23 


Secondary Ë 


45 Mark 23 
Aa Mark 23 


Secondary — 


A5 Mark 29 
4 Mark 23 


Other 
| plane 
À planes 
À planes 


Slot 1 
Frag Grenade 
Frog Grenade 


òlot 1 
rag Grenade 
frag Grenade 


ölol 
rag Grenade 
Frag Grenade 


Sti 


Frag Grenade 
Frag Grenade 


Slot 2 
Frag Grenade 
Heartbeat Sensor 


slot2 
rag Grenade 
Heartbeat Sensor 


Slot 2 
Frag Grenade 
Heartbeat Sensor 


alot 2 
Frag Grenade 
Heartbeat Sensor 


Unitorm 
Wood Meany 
Wood Heauy 


Uniform 
Wood Heavy 
Wood Heary 


Uniform 
Wood Heavy 
Wood Heavy 


Uniform 
Wood Heavy 
Wood Heary 


Ea, Fem Clancy's 


EA 


Strategy 


Strategy for this mission is fairly simple, but the 
execution can be tough, due to the wide-open air- 


KAAL 


ve field and large hangars. Two of your teams must 
ng is | 
cover the airfield to prevent the Phoenix Group 
leaders’ escape. The leaders wear white lab coats 
and will try to escape as soon as they hear shoot- 


ing. Kill them quickly. If they reach either the 


Hawker business jet or the Cessna, the planes will 


Fig. 6-49. You must kill both leaders take off wich them. The other two teams must 
before they can escape in the business clear the hangars and the airport building. Use all 
jet. 


the frag grenades you want: you must kill all can- 
gos to complete chis mission. 


Blue Team 

Blue Team must clear che building. This is che 
toughest task, so you should do it yourself. From 
the insertion zone, move east to the northeast cor- 
ner of hangar 1. Waite for Alpha, and then run 
toward door 1 of the building. You should be able 


to shoot through a rear window and take out a 


tango inside room 1-A or in the hall. Open the 
EiososoRke our HEU Geist in door and rush in. There are one or two tangos in 


room 1-A with a long-range shot the front room (1-D). Throw a frag grenade 
through the window. 


around the corner to take them out. The leader is 
in room 1-C, if he hasn't tried to get away already. 
He has a pistol, so use caution in killing him. 
One last tango waits upstairs. He has a good field 
of view over the airfield, so you must take him 
out before your other teams can operate in the 
open. Carefully ascend the stairs and drop him. 


Red Team 

Bt Red Team's job is co clear hangar |. At the start, 
advance to position the team just around the cor- 
ner from door |. At Alpha, rush into the hangar 


Fig. 6-51. Take care when taking out 
the leader. He's armed with a pistol. 


and take out the two tangos—one on each side of 
the plane. If you see only one, the other may be 
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Map 6-8: Operation:Water Hawk, Mission 8 


The Airport 


2 insertion zone 
veto 
nen stairs up 


Lear type jet 


stairs up 


Tarmac 


Legend 


CT) =Terrorist 


_À =Locked Door 
_— =Unlocked Door 


1-A =Room Designation 
(First floor, tirst room) 


cralps Cessna 
leader CT) GT) 
(U) stairs u 


tende | 
SR AINBOWSIK 


Fig. 6-52. Red Team must clear hangar 
1. It holds only two terrorists, but the 
large building can be a deathtrap if 


you're not careful. 


Fig. 6-53. Green Team can cover door 
2 of the airport building and shoot 
anybody who tries to make a break for 


the planes. 


Fig. 6-54. Gold Team enters hangar 2 


to clear it. 
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up on the catwalk above the plane. When the 
hangar is clear, exit through door 2 and run to the 
building. Take up a position around the corner 
from door 2. From there you can cover the 
Hawker business jet on the tarmac and prevent 
the group leaders from reaching it. 


Green Team 
Green Team's task is to cover the airport building 
and prevent anyone from reaching the Hawker 
business jet. At the beginning, move to a spot 
around the corner from door 1 of hangar 1. 
Cautiously advance to the other side of the large 
hangar door at code Alpha. From there, shoot any 
tangos out on the tarmac in front of the airport 
building and any tangos headed for the planes. 
Hold this position until you receive code Charlie. 
Then run to door 2 of hangar 2. At code 
Delta, throw in a frag grenade, and then rush in 
to clear the room of tangos. There are two inside, 
along with a leader, if he hasn't tried to escape 
already. 


Gold Team 

Gold ‘Team must cover the airfield’s south side and 
prevent anyone from escaping in the Cessna out- 
side hangar 2. At the beginning of the mission, 
run south toward the Cessna to a point near the 
container. At Alpha, approach door 1 of hangar 2. 
Hold several meters from the door. Kill any exit- 
ing tangos, as well as any you can see on the tar- 
mac. At code Delta, throw a frag grenade in door 
l of the hangar and enter to clear it out. Use cau- 
tion: Green Team will enter the hangar from the 
other door. 
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Notes 


The key to this mission is to cover the airfreld and prevent anv 


leader’s escape. Do this, and you can take your ume mopping 
up the tangos. You should only have to control Blue Team; the 
others can manage on their own if they get good orders during 
planning. 

At the beginning of the mission, all teams move into their 
jump-off positions. Give code Alpha and Red ‘Team will rush 
hangar 1, while Green and Gold ‘Team move to where they can 
cover the two aircraft. After Red ‘Team clears the hangar and 
takes up a position covering the tarmac and door 2 of the air- 
port building, give code Charlie and send Green ‘Team to help 
clear hangar 2. At code Delta, both Green and 
Gold will rush the hangar. 

Although rushing all the buildings is an active 
strategy, you also can take a passive course of 
action for the missions first half: Kill all the tangos 
outside the buildings and cover the doors. When 
the leaders or other tangos come out to investigate 
or escape, take them down. Then mop up strag- 
glers in the buildings. By now, few tangos will 


remain, and vour breaches will be safer. 


pr en 


Fig. 6-55. Gold and Green teams work 


MI S S ION 9_OPERATION . together to clear hangar Je 
RED WOLF 


03.13.00 1500 
Brussels 


Mission Orders 


Members of a British neo-Nazi terrorist organizatton have 
seized control of the central European mint during a celebra- 
tion honoring the first production run of the new European 
currency. They hold several dignitartes hostage in the mints 
vault. 


Belgian authorities have cordoned off the area. You'll be 
inserted near the mint's main gate. Return there after you free 
the hostages. 


Your team has two new operatives for this mission. 


Objective 
|. Rescue all hostages. 
Mission Data negentig ggn 
Difficultylevel _Terrorists Hostages Other 
Recrui q d None 
Veteran IK d None 
Elite 1 Ü Nane 


Team Assignments 


Blueleam 


nn mr mams Deanne nemen 


Operative Primary — _ _ Secondary Stott ijn bot 1 e Uniform 
Ghave MP55D5 4 Mark SD Frag Grenades Flashbangs Black Medium 
Arnavisoa MP55D5 45 Mark SD Frag Grenades Heartbeat Sensar Black Mediam 
Operative Primary Secondary Slot 1 Slot 2 Uniform 
Walther LENIE Ai Mark 50 Frag Grenades Flasbbangs Black Medium 
Maldini MP55l5 Aj Mark 50 Fra Grenades Heartbeat Sensor Black Medium 


Strategy 

This is a rough mission. Although there aren't chat 
many tangos, they're positioned to ambush infiltra- 
tors. You could complete this entire mission with 
only one team, but ies better (and safer) to use 
two, due to the physical structure of the pressing 
room, where the money is printed: The second 
floor, which forms the ceiling of the first, is made 
up of steel bars. Tangos at the top can fire down at 


Fig. 6-56. You must rescue the digni- your team, or, if youre on top, enemies below can 


taries the neo-Nazis hold hostage in fire up at you. Therefore, one team must clear the bottom 
this Belgian mint. 


di 


while the other clears the top. The first team will enter through 
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Map 6-9: Operation:Red Wolf, Mission 9 
Mint 
INZ stairs up 1 
NSS Legend 
CD =Terrorist 


_] =tocked Door 
— =Unlocked Door 


T-A _=Room Designation 
(First ttoor, tirst room) 


Main 
Entrance stairs up 3 


Front Desk 


loading dock 


Ò 


stairsup2 
printing presses 


1-D (el 


stairs down 1 
ORF 


stairs 3 


open to 1st floor L | 


printing presses 


‚mg 
en stairs down 2 0) 
SS 


ZINS 
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the front and clear a path for the second team, 
which will go in and rescue the hostages. 


Blue Team 

Blue Team enters the mint through door 2 on the 
side. This is your hostage rescue team. Hold at the 
door for code Alpha. Enter room 1-B, and then 1- 
C. A tango dressed like a security guard patrols 
the loading dock. Take him our before entering 
the room. Advance to the loading dock and hold 


Fig. 6-57. The floor of the second level of the pressing 
room can be seen (and fired) through. by the door to 1-D until you recelve another code 


Alpha. Then rush into the room. ‘Take out the sin- 
gle tango on this floor and any on the next level 
you can see through the ceiling. Take care not to 
shoot at Red ‘Team, which is clearing the level 
above you at the same time. 
Climb stairway 3, and then walk to the door- 

way to 2-H. Wait for another Alpha code. Next, 
take out the tango close to the door; then sidestep 
in to take out the second tango before he can 
shoot the hostages. You must act quickly and 


Er Got Oee 10 vake out die gaard'on he shoot carefully. Use Sniper view for better aim. 

loading dock. He may look like a security guard, but he's _ Fire only a three-round burst or the spread may 

really a terrorist. hit the hostages. Run to the hostages, escort them 
from the mint the way you entered, and return to 


the extraction zone. 


Red Team 
Red ‘Team must clear the second floor of the press- 
ing room for Blue Team. ‘lo get there, they must 
enter through the front door. Hold at door 1 for 
DO) 1l IN code Bravo. Use the heartbeat sensor to see where 
If | \\ Nj che tangos are positioned inside the first room. 
D/ / nl \ INS NN Then open the door and carefully move inside. 


‘Take out the guard standing behind or to one side 


Fig. 6-59. Blue Team prepares to enter the room contain- 
ing the hostages. They must shoot quickly and carefully of the front desk. Another tango waits on the bal- 


to avoid hitting a hostage. Use three-round bursts to keep 


JE cony above. Be careful about moving out in the 
your shots on target. k 


open until you've killed her. 
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Two more guards, one on either side of the 
entrance, may come to you if they hear a shot or 
see one of their number go down. Shoot them as 
they round the corner to the entrance. If they stay 
put, you must go to them. Fhrow a frag grenade 
around the corner to take out one. That will alert 
the other. Turn and take him down before he can 
get off a shot. 

With the four tangos in the front part of the 
mint dead, head for stairway 1. Ascend to the sec- 
ond floor, and then go through rooms 2-A, 2-B, 
and 2-C to reach the door to 2-D. A tango at the 
end of 2-E looks right at the doorway. Throw a 
frag grenade around the corner. When it goes off, 
rush in, shooting. lf the frag grenade doesn't kill 
the tango, it will stun him, at least, and get you 
through the doorway to drop him with your sub- 
machine gun. 

Quickly move to room 2-E Sidestep to the 
doorway to take out the two tangos along the 
outer wall, You must get the one next to the door- 
way to room 2-H. He’ll run into the hostage 
room, if vou let him, making the rescue more dif- 
ficult. Two more guards patrol the other wall. Take 
them down, and then wait for Blue Team to come 
upstairs and rescue the hostages. On their way out, 
give code Bravo and run out after them to protect 
their rear as they leave. 


Notes 

Control Red Team. Reaching the second floor is 
tricky. The first Bravo code gives you the go to 
enter the front doors, the second to advance into 
the lobby. Give Blue Team the Alpha code to enter 
the back door as vou go in the front. Give another 
Bravo code before taking out the guard in room 
2-E. Once this room is clear, give code Alpha so 
Blue team will enter the first floor of the pressing 


Fig. 6-60. Take out the guard at the 
other end of the lobby. This time he's off 
to one side with his back turned. Take 
him out before he knows what's happen- 


Ing. 


Fig. 6-61. The guard at the far end of 
room 2-E waits to ambush your team. 
Throw a frag grenade around the corner, 
and then rush in, guns blazing. 


Fig. 6-62. If yon don* act fast enough as 
vou enter the hostage room, the tango 


will hegin executing them. 


ij 
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room as you clear the top. Another Alpha code brings them up 
the stairs while you hold for a Bravo. The final Alpha sends 
Blue in to get the hostages. Chavez is a good shot and will be 
sure to hit the terrorist and not the hostages. Give the last 
Bravo code as Blue heads down the stairs and get both teams 
to safety along with the hostages. 

If you feel like a challenge, play this mission as a single 
operative. Follow Blue ‘Team's path. However, in the pressing 
room, take out all the second-floor guards from below. Watch 
out for the guard in room 2-E. He has a shot at you as you 
come up the stairs. 


MISSION 10-—-OPERATION: 


RAZOR ICE 
03.13.00 2300 
bouthampton 


Mission Orders 


Members of the Phoenix Group have kidnapped 
Dr. Catherine Winston and taken her to a ship 
anchored in Southampton Harbor. The harbor 
patrol has blockaded the vessel to prevent it from 
sailing, but Phoenix members have a bomb 
onboard and threaten to destroy the ship if they're 
not allowed to leave. 

Surveillance indicates they hold Dr. Winston in 


the engine room. No intelligence is available for 


Fig. 6-63. Dr. Winston is in the engine room, on the 
ship's first level. the location of the explosive device. Given your 


limited time, you should make no effort to find it. 
During your assault, make certain none of the hostiles raises 
the alarm. The group leader has barricaded himself in the bow 
of the ship and will trigger the bomb if he learns of your pres- 


ence. 


iii TOM CLANEN'S RAINBOW SIN - PRIMA'S OFFICIAL STRATERY GUIDE 


Your team wilt be inserted by inflatable boat at che stern of 


the ship. Rendezvous there for extraction after you achieve 


your objective. 


Objective 


1. Rescue Dr. Winston 


Mission Data 
Difficulty Level Terrorists 
eerst ï 

Veteran IE) 

Elite 1 


Team Assignments 


BluBleam 
Operative Primary 
Ghavel MP5SD5 
Filatov MP55 Ds 
Red Team 

Operalive Primary 
Hanley MP55D5 
Rakuzaaka MP5S05 
Greenleam 
Operative Primary 
Walther MP5SD5 
Raymood MP5SD5 
Gold Team 

Operative Primary 
Bagart MP5S05 
Arnavista MP5SD5 


Ld 


Hostages 


| 


Secondary 


Aô Mark 5D 
Ai Mark 50 


Secondary 


Ai Mark 5D 
As Mark àl 


Secondary | 


46 Mark 5D 
4e Mark 50 


Secondary 


45 Mark 5 
46 Mark 50 


Other 
{Bomb 
| Bamb 
{Bomb 


Heartbeat Sensor 


Slot f 
Emply 
Heartbeat Sensor 


Heartbeat Sensor 


Slot 1 
Epi 
Heartbeat Sensor 


dlot 2 
Emply 
Emply 


Slot 2 
Emoly 
Empty 


blot 2 
Emply 
Emply 


Slot 2 
Emply 
Emply 


Uniform 
Urban Medion 
Urban Mediom 


Uniform 
Urban Medion 
Wrban Mediom 


Uniform 
Úrbao Breach 
Urban Breach 


Uniform 
Úrbao Breach 
Urban Breach 


En 


t 
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Map 6-10: Operation:Razor Ice, Mission 10 


“Orca Smile” 
ladder up 


passage down Legend 


CT) =Terrorist 
(1) =Hostage 


1] =Locked Door 
— =Unlocked Door 
1-A _=Room Designation 


Said (First floor, first room) 


ORO, 


stairs up 


Strategy 

There are a lot of tangos on this ship, but you needn't kill them 
all to complete the mission. In fact, avoid them as much as possi- 
ble so they don't alert their leader, who will detonate the bomb 
and blow up the ship. Don't waste time looking for the explosive; 
by the tme you find it, the leader will have set it off. You need 
only get down to the engine room, and chen escort Dr. Winston 
to safety. 

You'll need four teams. One will rescue Dr. Winston. The 
others will clear part of the path for the rescue team and cover 
their route of egress. Stay as stealthy as possible, using silenced 
weapons only; leave all grenades behind. Each team also should 
carry a heartbeat sensor. The cramped quarters make ambushes 
deadly threats. Use che sensor to locate tangos before they find 


you. 


PRIMA'S DEFIGIAL STRATEGY GUIDE 


TOM CLANGY'S RAINBOW SIX 


ún 


Map 6-10, cont. Operation:Razor Ice, Mission 10 


insertion 


extraction 


5 


Legend 


T) =Terrorist 
(1) =Hostage 


__] =tocked Door 
_—/ =Unlocked Door 


1-A =Room Designation 
(First floor, first room) 


\ 
t 
ij 


Legend 


) =Terrorist 
() =Hostage 


1] =tocked Door 
_— =Untocked Door 


1-A =Roum Designation 
(First floor, first room) 


VZ =ladder Down 


stairs up 
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Blue Team 
Blue Team is the rescue team and the one you 
should control. All teams begin on level 4, near the 
steen of the ship. There's a rango near arca á-À. 
Take her out (if another team doesnt beat you to 
ie). Wait ar 4-A for Alpha, and then follow Gold 
Team down passage 4-B to room 4-E. There's a 
tango in the passage, but Gold will take care of 
him. 

Hold for another Alpha in 4-E before continu- 
ing downstairs to the third level. Wait for a final Alpha at 3-E 
When Gold and Green teams are in position and awaiting 
code Delta, rush down the passage to 3-C, through 3-B, and 
into 3-A. Two tangos stand near the ladder at the rear of the 
room. Carefully sidestep from behind a crate and drop them 
both with a burst of automatic fire. Move to the ladder down 
to level 2. A tango on level 1 has a view to the bottom of the 
ladder, so instead of descending the rungs, grab the sides and 
slide down quickly. (Just step off the edge. It may seem like 
falling, but a trained operative wouldn't fall.) This way you 
arrive at the bottom in a hurry and can bring up your subma- 
chine gun to take out the tango on the level below. 

Follow the catwalk around to the stairs and descend to level 
l, the engine room. Find Dr. Winston and escort her out the 
way vou came. Once you get up the stairs to level 4, give code 
Delta. This orders the other three teams to leave their positions 
and make their way to the extraction zone. 


Red Team 

Red Teams job is to secure level 4 and keep it safe for evacuar- 
ing the hostage. At the beginning of the mission, run out into 
area 4-A. Take out the tango there if no one else has. At code 
Alpha, dash down passage 4-F to take out the tango there, and 
then make vour way to 4-E. Cover the stairway against roam- 
ing tangos who may try to sneak up on the other teams. Hold 
there unul code Delta; then make your way to the extraction 
zonc. 


Tip 


Fig. 6-64. Take care going around cor- 


ners. Tangos wait to kill you. 


The terrorist leader is 
in the bow compartment 
of the ship on level 3. 
Stay out of there. He 
stands next to the bomb 
and will blow up the 
ship if you come in sight 
or if he hears nearby 
gunfire. You can accom- 
plish the mission without 
disarming the bomb or 
killing the leader, so 
don’t take this risk. 


CO OD Ot ot 
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Green Team 

Green Team is one of the guard teams for level 4. 
Hold at 4-A undil you receive Alpha. Then make 
your way into room 4-C to take out the tango 
there. Contnue to the stairway and down to level 
3. Hold position at 3-F and shoot any patrolling 
tangos who venture into your line of sight. You 
must prevent tangos in the ship's bow from getting 
to the hostage rescue team. Stay here until you 


EEN dt et receive code Delta, arid then make your way back 
ing Dr. Winston from the base of the up the stairs to the extraction zone. 
ladder on level 2. Take her out before Gold Team 


she has a chance to shoot you or execute 


the doctor. 


Fig. 6-66. The tangos on this ship are 


Gold Team is the third security team. At Alpha, dash down 
passage á-B, taking out the tango on patrol, on into 4-E, and 
down the stairs to level 3. 

Continue toward the stern, clearing a path to 
area 3-D in the corner of the passage. You'll run 
into at least one tango as you advance. You must 
cover the passage and kill any tangos who enter it. 
There are tangos in the two rooms to the right, 
but don't risk going in after them: wait for them to 
come out, and then kill them. Hold at 3-D undl 
you get code Delta. This gives you permission to 
leave the third level and make your way to the 
extraction zone, following the pach you took on 
your way in. 


well-armed with automatic weapons. Red 


Team must secure level 4 and keep it safe 


for the hostage evacuation. 


4 


Fig. 6-67. Green 
Team is positioned 
to keep tangos in 
the forward part of 
the ship from inter- 
fering with the 
operation. Shoot 
anyone who comes 
into view. 
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Notes 


All teams start at the stern of the ship and advance 
immediately to area 4-A. Give code Alpha to send 
all four teams on their wav. The three security 
teams— Red, Green, and Gold will move to their 
posts, clearing a pach as they go, and hold while 
Blue Team goes after Dr. Winston. Blue Team will 


wait on level 4 while the security teams advance. 


Give an Alpha code again to send Blue Team down 
to the third level and on to rescue the doctor. Once Fig. 6-68. Gold Team covers the center 


youre back at level 4 with the hostage, give code Delta and the of the ship from locatian 3-D, with 
orders to kill any tangos who enter the 
. fi DAE a area to prevent them getting to the 
For this mission, vou should control Blue ‘Leam. Ies task hastigekescne team: 


security teams will head back to the extraction zone. 


requires some precise tactics. The computer can handle the 
other three teams just fine, as long as vou provide detailed 
instrucuons during the planning phase. The key to success in 
this mission is to stay quiet and take out only those tangos in 
vour way. Remember, the objective ís to rescue Dr. Winston, 
not to wipe out all tangos on the ship. 
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. level for multiplayer 
“games. The narrow pas- 
Nnmastand! 


sages nd small compart- 
ments make it ideal for 


Fig. 6-69. The security teams return to 
setting up ambusbes. In the extraction zone after receiving code 


room 4-A, the crates near Delta. 


the ladder have a small 


gap you can climb into. 
Lie in wait there for 
other players to pass by 


on their way to the 


ladder. 
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MISSION 11-OPERATION: 
YELLOW KNIFE 


08.23.00 0800 
Alexandria 


Mission Orders 
Information provided by Dr. Winston links 
Presidential Science Advisor Anne Lang to the 
Phoenix Group. By bugging Langs home phone, 
RAINBOW may gain valuable information about 
Phoenix's plans. 

Lang lives in a walled estare outside Alexandria, 
Virginia. Armed guards patrol the grounds. The 
team must enter and leave the compound unde- 


tected to gather useful intelligence. 


Fig. 6-70. Five security guards protect b : , 
Anne Lang's home. If they spot you, the You'll be inserted over the wall at the back of Langs proper- 


mission fails. ty and extracted from the same location. 
Your team has two new operatives for this mission. 


BSOD LY FORCE DNO SANC LONDEN 


THIS MISSION. 


Objective 
1. Deactivate security. 
). Bug upstairs phone. 
d. Bug downstairs phone. 
8. Get to extraction zone. 


Mission Da 
Difficulty Level Terrorists Hostages Other 
Recruit Ô û {Bug 
Veteran ij Û 1 Bugs 
Flite ij Û } Bugs 
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Team Assignments 


Blue Team 


Operatie Primary Secondary Slot 

lofguist MP5s0s 45 Mark 50 Heartbeat Sensor 
Red Team 

Operative Primary Secondary Slot 1 

DuBarry MP55Ds Ab Mark 50 Heartbeat Sensor 
Strategy 


Because you don't have to kill anybody, this mis- 
sion may seem easy, but this actually makes it 
tougher. Your operatives must stay out of sight. If 
any guard spots them, the mission fails. 

In addition, you can't kill any guards. Youre 
taking weapons only because an empty slot for 
them isnt an opuon. The key to this mission is 
uming. You may have to play it several times to 
get it right— not because your strategy is flawed, 
but due to the difficulty of tming the guards’ 
patrol paths. 

You'll need two teams for this mission, each 
comprising a single electronics specialist. Any 
more will increase the possibility of detection. 
‘The heartbeat sensors are a must for this mission, 
because you must know where the enemy is with- 
out being spotted yourself. When he walks back 
to the north, Red Team can make a break for the 
front door. 


Blue Team 

Blue Team must enter the home, deactivate the 
security system, and then plant the bug on the 
downstairs phone. At the start of the mission, 
advance along the north wall and halt about 
halfway to the house. Wait for code Alpha, and 
then dash toward door 3. Use the heartbeat sensor 
to make sure no guards are in the driveway; then 
enter the garage through door 3. You'll find che 


Uniform 


Fleotrooics Ki Black Light 


Uniform 


Eieetrauies Kit Black Lint 


Fig. 6-71. A security system in room 1-C 
of the garage protects the home. You 
must deactivate it before you can enter 
the house. 


Fig. 6-72. Watch out for the guard in the 
backyard. As he heads south, insert Blue 
Team into the house. 
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Map 6-11: Operation:Yellow Knife, Mission 11 Legend 
Een GC) =Terrorist 
__] =Locked Door 
— =Unlocked Door 


: 1-A =Room Designation 
CT) driveway (First loor, first room) 


stairs 1 
door 3 


security console 


door 2 insertion 
Zone 


door 1 


stairs 2 - door 4 short 
wall 


stairs 3 
Extraction 


CT) door 5 b QI Zone 


Doors 1, 2, 4, and 5 all 
have alarms on them 


security keypad in 1-C. Deactivate it by approaching it and pressing (0) on the numeric keypad. 
Then enter the home quickly through door 1 and hide in the laundry room undil you get another 
code Alpha. 

At the next code Alpha, advance down hall 1-D and through 1-G to room 1-E Quickly plant 
the bug on the telephone (press (0) on the numeric keypad), and then run back to the laundry 
room. Hold for code Delta; then run out through door 3 and follow the north wall back to the 


extraction zone. 


Red Team 
Red Team must plant the bug on the upstairs phone and monitor the guard on this level so Blue 
Team will know when it's safe to plant the bug on the other phone. Advance along the south wall 
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Map 6-11, cont. Operation:Yellow Knife, Mission 11 
Lang Home 


Legend 


7) =Terrorist 


_] =tocked Door 


— =Únlocked Door 


1-A =Room Designation 
(First floor, first room) 


Anne Lang 


and hold about halfway to the house for code 
Bravo. Then advance quickly around the south side 
of the house. When the guards on the front lawn 
are walking away, move to door 5 at the front of 
the house. Make sure the downstairs guard isn't 
around before entering the front door. lmmediately 
climb stairway 3. 

Pause at the top of the stairs to make sure the 
upstairs guard isn't looking before vou run into 
room 2-B and plant the bug on the phone. Move 
into the rooms alcove and monitor the upstairs Fig. 6-73. Blue Team enters the garage 
guard for Blue Team and await code Bravo. Pages doors 

Then run to stairway 2 when the upstairs guard is walking 
away from you and the downstairs guard is in the south part of 
the house. Move into the garage. Taking care the backyard 
guard cant see you in the garage, hide behind a wall. Use the 


Tom Clancy's 


VET 


Fig. 6-74. The laundry room is a good place to hide: the 


downstairs guard doesn't patrol this part of the house. 


Fig. 6-75. Office 1-F is a difficult room to plant a bug in. 
The downstairs security guard enters it regularly, and the 
npstairs guard checks it routinely through the opening up 
above. 


Bet oa 


Fig. 6-76. Red Team plants the bug on the upstairs 
phone. Afterward, wait in the alcove and monitor the 
upstairs guard for Blue Team. 


IES) TOM ELANCY'S RAINBOW SIX 


heartbeat sensor to make sure there are no guards 
in the driveway to the north and thar the backyard 
guard is headed south. At code Delta, which come 
when the coast is clear, run along the north wall cc 
the extraction zone. 


Notes 


Again, uming and stealth are the keys to this mis- 
sion. You should lead Red ‘Team, because its main 
job is to monitor guards and make sure the way is 
clear for Blue Team. At the first Bravo code way- 
point (about halfway to the house), watch the 
backyard guard through the Sniper view of your 
submachine gun. Make sure the safety is on, so 
you don't accidentally shoot. When the guard 
heads south past the large window, give code 
Alpha. Blue ‘Team will dash to the garage, enter, 
and disarm the security system. 

When the guard heads back north, give code 
Bravo and run to the south side of the house. 
When the front yard is clear, go through the front 
door to the upstairs phone. Wich Red ‘Team in the 
alcove and Blue in the laundry room, it's ume to 
use those heartbeat sensors. Switch to Map view. 
Switching teams enables you to monitor both 
upstairs and downstairs guards. When the latter is 
in the south part of the house and the former 
moves south toward room 2-D, give code Alpha. 
Blue Team will dash into the office, plant the bug, 
and return to the laundry room. 

The final step is getting your teams to safety. 
Contnue monitoring the guards. When the path 1 
clear, get Red Team downstairs and into the garage 
Monitor the outside guards and give code Delta 
when it's safe to leave the home and head to the 
extraction zone. 
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MISSION 12-—-OPERATION: 
DEEP MAGIC 


03.25.00 0400 
ban Francisco 


Mission Orders 


Horizon Corporation has been linked to the 
Phoenix Group. Horizon's central computer system 


Fig. 6-77. If vou run into Anne Lang, 


is believed to contain information about Phoenix ga 
5 } you not only compromise the mission, 
plans to release the Ebola brahma virus. 


but vou've taken a wrong turn some- 
The computer system is at Horizon's headquarters in down- where. 
town San Francisco. Access is through a terminal in John 
Brighding's office on the top floor. To escape detection, the 
team first must disable the security cameras in the control 
room on the floor below. Armed guards patrol both areas. 
À helicopter will insert vou on the roof and extract you the 
same way. The team must enter and leave the 
building completely underected if it is to gather 
useful intelligence. 
OSE OPDEADES FORGE ISENOE 
SANCTIONED ON THIS MISSION. 


Objective 
|. Deactivate security. 
2. Download files. 
d. Get to extraction zone. 


Fig. 6-78. Your teams must infiltrate the 


Horizon Corporation office building and 


Missian Data download files from the computer data- 


ee basc. 
Difficultylevel __Terrorists Hostages Other 
Recruit d Û 6 Cameras 
Veteran Û Û 6 Cameras 
Elite b Û 6 Cameras 


in Term: Clancy's ___ 
BRAINBOWISIX 


Team Assignments 


Blue Team 


eene eee eee eneen eere mr en 


Operatie Primary Secondary Shot Slot 2 Uniform 

lafguist MP5505 Ai Mark 5 Heartbeat Sensar __Flertromies Kit Urban Light 

Operalive Primary becondary òlot 1 òlot 2 Uniform 

DuBarry MP55D5 45 Mark 50 Weartbeal Sensor Electronics Kit Urban tight 
Strategy 


This mission is similar to the last. In fact, you can 
use the same teams in different uniforms. 

Your objective is to download files from the 
computer database. To do this, you must get into 
John Brightling's office on level 5. However, securi- 
ty cameras cover the corridors to the office and his 
office door has an alarm. Therefore, you must 
, deactivate the security system first. One team must 
Fig. 6-79, The mission will end if you move in front of get LO the security system on level 3 and shut it 
these cameras before they're deactivated. down while the other gets the computer files. Then 
get both your teams back to the extraction zone on 


the roof. 

Again, stealth and timing are vital to mission 
success. All cold, only three guards patrol levels 3 
and 5. Avoid them: if they spot you, the mission 
fails. You may not shoot them. 


Blue Team 

Blue Team's task is to get the files from the comput- 
er database. From where the helicopter drops you 
Fig. 6-80. Download the files from the database in on the roof, descend stairway l to level DS Hold in 
Brightlings office on level 5. the stairwell unul you get code Alpha, signifying 
the security system has been deactivated. 

Use the heartbeat sensor to locate this levels two 
guards. Wait until they're both out near the lobby 
walkways in area 5-E. Exit the stairway into hall 5- 
À and run down halls 5-B and 5-C unul you reach 
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Map 6-12: Operation:Deep Magic, Mission 12 


Horizon Office Building 


insertion and 
extraction zone 


stairs up 2 


es 


Legend 
| =Locked Door 
— =nlocked Door 


IS =lLadder Up 
A =Ladder Down 


stairs down 1 


1 


mp Eem Clancy's ____ 
BAINBOSIK 
RAINBOWS! 
Map 6-12, cont: Operation:Deep Magic, Mission 12 


Horizon Office Building 


stairs up and down 


Legend 


CT) =Terrorist 


(c) =Security Camera 


| =Locked Door 
=Unlocked Door 


=Room Designation 


(open to (First floor, first room) 


level 3) =lLadder Up 


N= =ladder Down 


5-D's door. If the doors to the right of 5-D are open, close them so the guards cant observe your 
actions. Pick the lock and enter the office. Walk to the computer and press (0) on the numeric key- 
pad to download the files. 

You have what you came for, so exit the level the way you entered, careful to avoid the 
guards. [f you have to, you can duck into 5-F as an intermediate hiding place on your way to the 
stairwell. Or, if the area is clear, descend the stairs near 5-E to the lobby below and run either to the 
stairway or to the elevator shaft Red Team used. Return to the roof and a helicopter will pick you 


up and take you to safety. 


KEN ECI LC 


Map 6-12: Operation:Deep Magic, Mission 12 


Horizon Office Building 


stairs up and down 


stairs up 


Legend 


(1) =Terrorist 
(c) =Camera 


| =tocked Door 
=Unlocked Door 


=Room Designation 
(First floor, first room) 


=Ladder Up 


15, =lLadder Down 


Fig. 6-81. Both teams wait on the roof for their ride out 
of here. 


Fig. 6-82. Watch for the guard on level 3. If you can see 


him through the window, he can see you, too. 


Fig. 6-83. Red Team must deactivate the security system 
before Blue Team can get the computer files. 


dà 
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Red Team 
Red Team must deactivate the security system so 
Blue Team can complete its task. From the roof, 
descend stairway 2 to level 7. Then, in the elevatot 
shaft, climb down two ladders to level 3. Walk to 
the door, but be careful: it has a window. Use the 
heartbeat sensor to locate this level's single guard. 
When he heads away from hall 3-A, give code 
Bravo, exit the elevator shaft access, and run to 
room 3-B. Pick the lock and enter. 

Go to the security system and press (0) on the 
numeric keypad to deactivate it. Now all monitors 
will show a loop of prerecorded feed and the door 
to Brightlings office is off the alarm circuit. Your 
job is done. Return to the roof, either the way you 
came or up through stairway |. 


Notes 


Control Red Team during the first part of this mis- 
sion. Get the team down to level 3, deactivate the 
security system, and then send them back to the 
roof for extraction. Meanwhile, Blue Team will 
hold for code Alpha tn stairway 1 on level 5. Take 
control of this team. Lead it into the office to 
download the files and then get it back to the roof. 
The heartbeat sensor again proves invaluable. 


a This level makes for a 
Xx great m ultiplayer game. 
_N \ There are lots of little 
o and the elevator 
shaft provides a way to 
sneak up behind the 


enemy undetected. 
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MISSION 13-—-OPERATION: 


LONE FOX 


03.30.00 1900 
Australia 


Mission Orders 

The Phoenix Group plans to release the £. brabma pathogen at 
the closing ceremonies of the Olympic Games in Sydney. Bill 
Hendrickson, Global Security’'s head of operations, has been 
implicated in the plot. You must take him into custody. 

‘The team must intercept Hendrickson's motorcade. A road- 
block has been set up on a deserted stretch of highway. The 
team must move into position before the motorcade arrives, 
neutralize Hendrickson's bodyguards, and move him safely up 
the road to the extraction zone. 

Reports from spotters indicate that other vehicles contain- 


ing Global Security agents follow several miles behind 


Hendrickson's car. These agents are in radio convact wich Ti 
Hendrickson and may try to prevent you from reaching the In 
extraction zone. When choosing opera- 
RAINBOW commitments in Brazil require a second team tives for this mission, 
to be dispatched before this team completes its operation. remember that you'll 
Some of this missions team members may be unavailable for need sóme for missions 
other misstons in the near future. Plan accordingly. Dek cn 
time. Therefore, assign 
Objective good leaders to each 
\. Capture Hendrickson. group. 


Mission Data 


Difficultylevel _Terrorists Hostages Other 

Recruit Ï Í 6 Vehicles 
Veteran 1 Í q Vehicles 
Elile je Í 9 Vehicles 


AN 
GELEDEN SIA ee TEE ROEIEN 
Dn add 
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Team Assignments 


Operative Primary Secondary Slot 1 dlot 2 Uniform 

Bogart M-16A2 Hà Mark 28 Frag Grenades Frag Grenades Desert Heavy 
Filatov M-16A2 Hà Mark 28 Frag Grenades Frag Grenades Desert Heavy 
Red TAM 
Operative Primary decondary Slot 1 Slot 2 niform 
Noronha M-16A2 45 Mark 2 Frag Grenades Frag Grenades Oesert Heavy 
Hanley M-1642 A5 Mark 28 Frag Grenades Frag Grenades Gesert Heavy 
Sweeney M-16A2 45 Mark 28 Frag Grenades frag Grenades Gesert Heavy 
Operative Primary Secondary Slot 1 dlat 2 Uniform 

Burke M-16A2 Ná Mark 2d Frag Grenades Frag Grenades Oesert Heavy 
Rakuzanka M-16A2 Ná Mark 2d rag Grenades Frag Grenades Oeser Heavy 
Ue EER 
Operative Primary Secandary Slot 1 slot 2 Uniform 
Beekenbauer M-16A2 45 Mark 28 Frag Grenades Frag Grenades (lesert Heavy 


strategy 
This mission differs considerably from any mission 
you've been assigned in the past. All action takes 
place outdoors, and your teams are out in the open 
most of the time. 

Divide your eight operattves into four teams— 
three fire teams and one escort team. 

Much of the combat you'll experience will be at 
long range against tangos in body armor, so bring 
along the M-16s. The key to this mission is to 


Fig. 6-84. Teams Red and Green climb 
the ridge overlooking the road. Make move quickly. Once you have the hostage, move out. The 
sure none of your operatives is ont in enemy will send reinforcements in at three places along your 
the road when the motorcade arrives, 
or they'll be run down. 


path. If you can get your teams there first, you can set up an 
ambush. It requires careful team—waypoint coordination and 
Go code choices to keep your teams in positions they can sup- 
port one another from. 
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Map 6-13 Operation:Lone Fox, Mission 13 


Legend 


Q, =Terrorist 
(#) =Hostage 


| =Locked Door 
_— =lUnloeked Door 


1-A _=Room Designation 
(Firsl floor, lirst room) 


zh z=lLadder Up 


Concrete barricades 
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Fig. 6-85. Blue Team ambushes the 


motorcade from behind, while Red 
Team fires down on them from the 


ridge. 


Fig. 6-86. RAINBOW teams surround 


the tangos at the second kill zone and 


gun them down as they exit their vehi- 


cles. 
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Blue Team 
Blue Team must take the left side of the advance 
and provide fire support for Red and Green teams. 
At the start, move to position B-1, just off the 
road with a good view to the bridge where the 
roadblock is set up. Hold here wich an Alpha code. 
The motorcade will pass you and stop on the 
bridge at the first kill zone (K-1). Fire on the tan- 
gos as they get out, using Sniper view to aim. Take 
care not to hit the hostage. When all six tangos are 
down and you get code Alpha, advance to B-2. Wait here for 


code Bravo. 

Another group of vehicles arrive at K-2 about a minute after 
the motorcade arrtved at the bridge. As soon as you sce them 
approach, switch to Sniper view and gun the tangos down as 
they get out. The three fire teams should have them in a cross 
fire. There are five tangos in this second group. When you ger 
code Bravo, move out. 

Continue down the left side of the road to B-3. This posi- 
tion has a good view of the overpass. Before long, two vehicles 
will drive up and park on the overpass at K-3. Be ready to take 
out the two tangos who get out to set up an ambush: you'll get 
them, instead. 

Code Bravo orders you to move out again, this time to B-4. 
You're nearly to the extraction zone. Wait here for 
code Delta and the final wave of tango reinforce- 
ments. Two vehicles will halt at K-4 and three tan- 
gos will get out. Drop them before they realize 
they're too late to surprise you. After the area is 
clear and you get Delta, head to the extraction 
zone and wait for the mission to end. 


Red Team 

Red Team is assigned the right side of the road. Ac 
the start of the mission, move out of the river, 
across the road, and up the vines to the ridge overlooking the 
road. Take up a position at R-l and wait for the motorcade. 


From your locatton you can fire down on the tangos as they 


get out of their vehicles. 

Once all the rangos are down and vou get code Alpha, run 
to the next ambush position (R-2). Hide behind the concrete 
barricades there and await the first group of reinforcements. 
Gun them down as they step out of their vehicles. 

The next ambush rakes place at the overpass. When vou get 
code Bravo, rush to positron R-3. From there you should have 
a good view of the overpass and clear shots at the tangos as 
they get out of their vehicles. ‘Iry to find cover close to the base 
of the cliff the road follows. 

When the overpass is clear, you'll get code Charlie. Advance 
to posiuvon R-4 and wait for the last group of tangos. You can 
conceal vourself somewhat behind the cliffside. Eliminate these 
tangos, and then make your way to the extraction zone at code 
Delta. 


Green Team 

Green ‘Team is the advance team. They'll stay 
ahead of the other teams and try to catch the rein- 
forcing tangos from behind. While the other teams 
set up the ambush for the motorcade, Green Team 
advances toward the next kill zone. Wait at G-l for 
code Alpha; then continue to G-2. When the first 
group of reinforcements arrives, you can surprise 
them with fire in their flanks. 


After code Bravo, quickly advance to G-3, on 


the opposite side of the overpass. Again, youlll Fig. 6-87. Kill zone 3 on the overpass 


catch the tangos in a cross fire. When both tangos are dead and is another ambush for the enemy, if 


nn : SN Re, : you get your teams in position in 
you get code Charlie, head for G-4, located on a ridge over- 


looking kill zone 4 (K-4). Kill the last group of tangos there, 


time. 


and then, at code Delta, head for the extraction zone. 


Gold Team 

Gold Team is tail-end Charlie. Its single operative will escort 
the hostage to safety. At the beginning of the mission, advance 
just out of the river to H-1. After the motorcade ambush, at 
code Alpha, go up onto the bridge and get the hostage. Escort 
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him to position H-2 and wait for the other teams 
to take care of the tangos at K-2. At code Bravo, 
move to H-3, and then H-4 at code Charlie. 
When you get the all clear and code Delta, make a 
beeline for the extraction zone. 


Notes 


As you may have concluded, you can accomplish 
this mission without casualties if you ambush all 


Fig. 6-88. Gold Team brings up the four tango groups. Timing is crucial. In fact, you 

rear, with the hostage in tow. may want to keep a stopwatch handy during this mission to 
make sure you stay on schedule. The following table provides 
arrival times for each group of terrorists at its assigned kill 
zone. 


ere ( entente ehh send 


Ename 


Group Kill Zone Time into Mission 
Motoreade Bridge IN-1] 04 

Reinforcement 1 Construction Area IK-2) 00:01:40 
Reinforcement 2 Overpass IK-d] 00:02:15 
Reinforcement d Extraction Zone IK-4) 00:04:00 


If youre up for a challenge, you can complete 
this mission without encountering any reinforce- 
ments by taking out all the tangos in the motor- 
cade in the first few seconds of the firefight. Grab 
the hostage and send all your teams running for 
the overpass as fast as they can. If you can get 
through the construction area before the first 
group of reinforcements arrives, you can reach the 
extraction zone without incident. 


Fig. 6-89. The last group of reinforce- 
ments will stop near the extraction 


zone and try to prevent your escape. 
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MISSION 14—OPERATION: 
BLACK STAR 


09.30.00 0700 
Brazil 


Mission Orders 
The Phoenix Group has raided a research station in Brazil and 
taken a group of Rainforest 2000 VIPs hostage. Intelligence 
indicates this raid ts meant to cover Anne Langs disappearance. 
Surveillance reveals Lang watts wich her “captors” in the main 
building; the ocher VIPs are held tn a nearby prefab. The ter- 
rorists await reinforeements before killing thetr hostages and 
moving Lang out to a safe location. 

Your team will be inserted by inflatable boat uprver from 
the staon. 

RAINBOW commitments in Australta require that your 
other team begin operations before this mission is complete. 


Objective 


1. Rescue all hostages. 


Mission Data 


Difficulty Level Terrorists Hostages Other 
Reernit 14 Í None 
Veteran il d None 
Elile Öl d None 


Fig. 6-90. Anne Lang is staying in the 
research station with several of her 


tango compadres. 
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Team Assignments 


BUB TBM ke 
Operative Primary Secondary òlot 1 olot 2 Uniform 

Ghave MP5SD5 Ai Mark 50 Flashbangs Frag Grenades Jangle Heavy 
Vacoby MP5505 45 Mark 50 HearlbealSensar __Frag brenades Jungle Heavy 
Bed [BMO ket 
Operative Primary Secondary sat Í òlot 2 Uniform 
Wallher MP55D5 4 Mark SD flashbanas Frag Grenades Jungle Heavy 
Raymond MPosDs Ai Mark 5D Wearlbeat Sensor __Frag Grenades Jangle Heavy 
Green BAM 

Operative Primary Secondary __Snt | sal d Uniform 
Arnavista MP55D5 Ai Mark 50 flasbbangs Frag Grenades Jungle Heavy 
Maldini MP55D5 Aj Mark 50 Hearlbeal Sensor __Frag Grenades Jangle Heavy 
Golden no am 
Operative Primary Secondary Slot 1 òlot 2 Uniform 

Haider MP55D5 45 Mark 5D Flashbangs Frag brenades Jungle Heavy 

Wan MP55D5 45 Mark SD Heartbeat Sensor __Frag Grenafes Jungle Heavy 


Strategy 


This is a stealth misston. You must keep quiet and 
use silenced weapons, at least until you've secured 
the two VIP hostages. If their tango guards hear 
gunshots, they may execute them. 

You need four teams— two for each building. 
The VIPs are in the crew barracks; Anne Lang is in 
the research building. Securing the first building is 


the priority. 
Although the buildings are small and contain 


Fig. 6-91. The tangos hold the VIPs in 


the crew barracks. You must get to few rooms, it's still a good idea to bring along heartbeat sensors 
them before the terrorists execute to see what's In a room before you enter. Coordination is essen- 
them. 


tial in entering the buildings. You'll have a better chance for 
success if two teams rush in at the same time from different 
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Map 6-14, cont: Operation:Black Star, Mission 14 
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balcony 


__Stairs down 


entrances. (Be careful of blue-on-blue, or friendly fire.) After 
you rescue the hostages, get them back to the extraction zone. 


û Blue Team 

| Kik | Di | Blue ‘Team is the advance group for the other 

he i | Lr |: MN teams. Climb the rope ladder and take path 1 
Meine KC toward the station. Hold for code Alpha at the 
clearing entrance. However, while yourre here, 
switch to Sniper view and take out the three tan- 
gos near the crew quarters. You must kill all three 
quickly. Survivors will run inside and kill che 


hostages. If you move into the clearing a bit, you 
Fig. 6-92. Blue Team can open up also can take out the tango on the balcony of the 
most of the clearing with long-range research building. Scan the rest of the area for other tangos on 
fire using Sniper view from the end of patrol. 

At code Alpha, run to the crew quarters and wait by door 2 
for code Charlie. Then rush in with Green Team and clear out 
the building. The hostages are in room 1-B. A tango may be 


the jungle path. 


with them. There's another tango in 1-A and possibly one in 
EIS, 


{0 ECS 


When the hostages are secure, exit the quarters 
and make a quick patrol around the building. 
Then lead Green Team and the hostages to saferv 
at code Delta, following the route you took into 


the station clearing. 


Red Team 
Red ‘Team must clear the research building. Follow 
path 2 to the clearing. You may find a tango along 


the wav. Take him down before he can sound an 
ì N é md NL. Fig. 6-93. A tango unloads on Red 
alarm. Hold just short of the clearing and wait for Alpha. Then 


Team: they were careless as they 
make your way to the ladder outside room 1-F Climb it to the moved around a corner. 
balcony and enter the door to the radio room. A tango hides in 
the corner. Sidestep around the corner and drop him with a 
burst of gunfirc. 
Carefully descend the stairs to room 1-G. There may be a 
tango in room 1-H. Take him out if he's there. Hold in room 
1-G for code Bravo. When the code comes, rush into 1-L, 
along with Gold Team, and take our the two tangos there. ‘Take 
care not to shoot Anne Lang. Wait for code Delta, and chen 
lead Gold Team and Lang back to the extraction zone. 


Green Team 

Green Team provides support to Blue Team. Take 
path 1 to the clearing and hold for Alpha. Ar the 
code, run to door 1 of the crew barracks and wait 
for Charlie. This is the go for rushing into the 
building along with Blue Team. Take out tangos in 
l-E and 1-B to secure the hostages. When youre 
ready to escort them, wait for code Delta to begin 
leading them back down path 1 to the extraction 


zone. 


Fig. 6-94. Green Team rescues the two 
VIPs and escorts them to safety. 


Gold Team 

Gold Team provides support for Red Team. Follow path 2 to 
the clearing and hold for Alpha. Then rush toward the green 
house, room 1-J, attached ro the research building and take out 
the two tangos there, as well as any others you see outside the 
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buildings. Wait at door 6 for code Bravo; then 
rush into room 1-1 to clear it and capture Anne 
Lang. Prepare to escort her down path 2 to the 
extraction zone at code Delta. 


Notes 


Controlling Blue Team lets you take care of things 
from long range at the edge of the clearing using 
Sniper view. After you eliminate the tangos outside 
Fig. 6-95. Gold Team rushes into the the two buildings, the rest of the mission isn't that 
research building with guns blazing. difficult, but beware of a couple of tangos who seem to appear 
out of nowhere. Just when you think everything is safe and you 
let your guard down, they show up to blow away a team or 
Cwo. 
Ies important to coordinate your actions. Code Alpha sends 
all teams to their positions outside the buildings; Bravo sends 
Red and Gold into room 1-1; Charlie orders Blue 
and Green to rush the crew barracks. [ry giving 
boch orders at once. Red and Gold can handle 
their tasks under computer control. When all 
hostages are secure, give code Delta to send the 
four teams back down the jungle paths to the 
extraction zone. 


Fig. 6-96. RAINBOW escorts Anne 


Lang to the safety of a prison cell. MI SS TON s SB_OPERATION . 


WILD ARROW 


10.01.00 0300 
Sydney 


Mission Orders 

Phoenix has planted virus bombs in the air circulation system 
of the athlete’s village in Sydney. They're timed to go off just 
before the closing ceremonies of the Olympic Games. 


The bombs are ted together through che vil- 
lage’s computerized climate control system. 
Disarming them is a two-stage process: You must 
shut off the central computer first, and then dis- 
able both bombs individually inside a 30-second 
window. If vou miss this window of opportunity, 
or tamper with the bombs before the computer is 
shut down, chev’ll release their lechal contents. 
Phoenix Group members dressed as Global 


Security guards patrol the area. Alarm panels are 


Fig. 6-97. The virus capsules have 


scattered throughout the village underground. If the team’s been placed in the air system’s heating 


presence is detected and the alarm is raised, the terrorists will and cooling ducts. Once they're acti- 
: 7 ” : vated, the virus will spread through 

release the virus manually. You may use deadly force against the é En [Ke 
, : ; the entire building within minutes. 


guards if you must. 
Your team will be inserted into the sewers below the village. 


Objective 


1. Disable both virus capsules. 


Mission Data 


Difficulty Level Terrorisis _ Hostages Other 

Recruit id d | Gapsule 

Veteran 16 0 ) Gapsules 

Elite ib Ü d Gapsules 

Team Assignments 

Blueleamn DD 

Operative Primary becandary Slof 1 Slot 2 Uniform 
Bogart MP55Do 45 Mark 5D Primary Mag Empty Urban Medium 
DuBarry MP55Ds 4 Mark 50 Heartheal Sensor Kleetronics Kit Urban Medium 
Operative Primary Secondary Slat 1 dlat 2 Uniform 
Noronha MP55Ds Aá Mark SD Primary Mag Empiy Urban Medium 
Berkenbauer MP5sDs Ai Mark SD Heartbeat sensor Demolilions Kit Urban Medion 
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Map 6-15: Operation:Wild Arrow Mission 15 


stairs 2 


stairs 1 


extraction zone 


stairs 3 


insertion zone 


Tom Clancy's __ 


AINBOWESI 


Greenleam 
Primary 


Operative 
Hanley MP5s05 
Morris MPos05 


Fig. 6-98. There are five civilians in 
the building. Try not to get them 
killed in a cross fire between your 
teams and the tangos. 


Fig. 6-99. Be careful as you advance to 
the virus capsules, Tangos patrol the 
entire ground level. 
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Secondary Slot 1 Slot 2 Uniform 
Ao Mark 50 Primary Mag Emply Urban Medium 
Ai Mark 50 Heartbeat Sensor ___Demolitions Kit Urban Medium 


Strategy 


‘This mission isn't as hard as some of the previous 
ones, but it includes a variable that can make plan- 
ning difficult: Most of the guards are on patrol 
paths. This means you must plan for opposition 
throughout most of the mission. One group of 
three tangos patrols the entire ground floor in a 
circuit. If one of your teams runs into them, it 
could be messy. There are a number of alarm boxes 
throughout the ground floor. If a tango spots one 
of your teams, you must kill him before he can sound the 
alarm. The alarm will cause the premature release of the viruses 
and end the mission in failure for you—and for the world. 

There are five civilians in the building, as well, but they're 
all crrouched down. Take care stray fire doesn't hit them. 

Timing is of utmost importance. You must deactivate che 
triggering device for the virus capsules at the com- 
puter terminal, and then disarm both capsules 
within 30 seconds. To accomplish this, you'll need 
three teams. The team deactivating the computer 
trigger should include an electronics expert and the 
other two demolitons specialists. Your teams begin 
in the sewer tunnels beneath the athletic village. 
From there, they must gain access to the ground 
floor, locate the various devices, and deactivate 
them within the time limits. 


Blue Team 

Blue Team's job is to deactivate the computer trigger device. 
From the insertion zone, head down tunnel 3 to stairway 3. Go 
up the stairs and hold at che door for Alpha. Use the heartbeat 


sensor to locate tangos in the area. When it looks clear, make 


vour way quickly, bur cautiously, through room 
1-J, to I-K, l-L, and finally 1-M. Take out any tan- 
gos vou encounter on the way, but do it silently. 
The computer terminal is in room 1-H. Wait 
for code Bravo, and then deactivate the triggering 
device. The rest of the mission is up to the other 
two teams. Cross vour fingers and hope they can 
disarm the capsules within 30 seconds. 


Red Team 

Red Team is one of the capsule-disarming teams. 
From the insertion zone, advance down tunnel 1 to 
the main sewer tunnel. Two tangos patrol this area. 
‘Take out the one closest to vou— and the other, if 
another team hasn't shot him already. 

Continue through tunnel 2 to stairway 1. 
Ascend to the ground level, but hold for code 
Alpha before opening the door from the stairway. 
At Alpha, move into room 1-A and on through 1- 
B and 1-C to room 1-D, where the first virus cap- 
sule lies. Wait for Blue Team to deactvate the trig- 
gering device before touching the capsule. Code 
Charlie tells vou its safe to begin disarming it. 
Work quickly, because the capsule will release the 
virus on its own 30 seconds after the trigger is 
deacuvated. 


Green Team 

Green Team must get to the other virus capsule 
and disarm it. From the insertion zone, move 
down tunnel 3 to the main sewer area. Take out 
the tangos patrolling there, and then continue to 
stairway 2 via tunnel 4. Climb the stairs and wait 
at the door for code Alpha. Use caution as you 
enter hall 1-F and go through 1-G and 1-H to 
room 1-1. Wait for Charlie before disarming the 
capsule. You have 30 seconds to do so. 


Fig. 6-100. You must deactivate the 
triggering device at the computer ter- 
minal before you can disarm the virus 
capsules. 


Fig. 6-101. There are two tangos down 
in the main sewer. Take them out 
using Sniper view. 


Fig. 6-102. The computer terminal 


and virus capsules are located in the 


ventilation rooms. 


MIE CIE 
En of 


BR AINBOAisIk 


Notes 


You should control Blue Team: its task must be completed 
first. All teams enter the first floor at code Alpha. When all are 
at their assigned tasks, code Bravo instructs Blue 
Team to deactivate the computer triggering device. 
When it has, immediately give code Charlie, so 
Red and Green Teams can begin disarming the 
virus capsules. After both are neurtralized, the mis- 
sion ends a success. 

The patrolling guards make this mission diffi- 
cult, especially for computer-controlled teams, 
which don't always use the heartbeat sensor to 
their benefit. Consider controlling all teams. Have 
each hold at the stairway doors to the ground 


Fig. 6-103. Take care when you move floor. Then lead each to its destination to wait for 
through the large rooms. Tangos can 


Eat ene beanben you to position the other teams. Then give Bravo and Charlie 


sensor to prevent them from ambush- codes to disable the doomsday devices. 
ing you. 


MISSION 16-—OPERATION: 
MYSTIC TIGER 


10.01.00 0600 
Brazil 


Mission Orders 


John Brightling and the remnants of the 
Phoenix/Horizon conspiracy have barricaded 
themselves in the Horizon “Ark.” The Ark consists 
of three habitat domes and an inner survival 
bunker, where Brightling is believed to be hiding. 
Brazilian troops surround the compound, but 
RAINBOW has been asked to lead the assault. 
Some of the Ark's occupants may be willing to 
surrender peacefully. Avoid unnecessary bloodshed, 
but keep in mind that the safety of the team and 


Fig. 6-104. Capture John Brightling 


and bring him to justice. 


the capture of John Brightling have priority. 
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Because the tangos may have released the £. brabona virus 


within the Ark, biosuits are highly recommended. 


Objective 

1. Capture Brightling. 
MissianData 
Difficultytevel _Terrorists Kostages (ther 
Recruit 1} hò Brightling 
Veteran 1 hò Brightling 
Elite 1 IE Brightling 
Team Assignments 
Blue Team 
Operative Primary decondary òlot 1 Slot 2 Únitorm 
haver GAR-I5 A Mark 23 Frag Grenades Flashbangs Biosoit 
Yacoby GAR-I5 Ai Mark 2d Frag Grenades Heartbeat Sensor __Biosuil 
Red Team Ek an 
Operative Primary Secondary Slot 1 Slot 2 Uniform 
Waither GAR-lò A Mark-29 Frag Grenades flashbangs Biosoit 
Arnavisba GAR-Iò A5 Mark-29 Frag Grenades Flashbangs Biosail 
Raymond GAR-là Ab Mark-23 Frag Grenades Heartbeat Sensor __Biosuit 
reen Team En 
Operative Primary Secondary dlol 1 dlol 2 bniferm 
Bogart GAR-I5 A Mark 23 Frag Grenades Flasbbangs Biasait 
Raknzanka GAR-ló Aj Mark 2d Frag Grenades Flashbangs Biosait 
Maldioj CAR-ò A5 Mark 23 Fran Grenades Heartbeat Sensor __Biosoil 
Strategy 


This mission makes the previous missions look like boot camp. 
Ies extremely difficult: the enemy has set up areas to ambush 
your teams as they advance through the Ark. Because there are 
three insertion zones, you may be tempted to split vour force 
into three groups. But you can't split up your force and expect 
to make it to area 4 with even half of your operatives alive. 
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Map 6-16, cont: Operation:Mystic Tiger, Mission 16 
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Instead, organize your eight operatives into 
three teams, but keep the teams together. This 
may make it hard to get through some narrow 
doorways; you need all the firepower you can get 
to make it through to Brightling. All teams will 
use the same strategy. 

Insert all teams into biodome 1. From there, 
make your way toward stairway 3 and security 
post 1-B. You'll encounter a few tangos along the 


ii Oan co een: way. Halt all teams in the corridor before you 
into biodome 1. reach security post 1-B and wait for code Alpha. 
Posiuon Green team in the middle of the corridor, 
Red on the right, and Blue, the team you control, 
BANAAN AAA ofmrhe left. 

Inch Blue Team carefully along the left wall. 
Use the heartbeat sensor to locate the tangos 
inside. There will be three to five, with one on the 
stairs above. When the door opens automatically, 
shoot anyone you see inside. Then throw a frag 
grenade around the corner as you give code Alpha, 
which sends Red and Green dashing in to clear 


the room. Send the two teams up the stairs to 
Fig. 6-106. All three teams get ready level 5 and have them hold outside the door to the 
to rush security post 1-B. catwalks over area 1-D. 

Now take Blue ‘Team to the doorway into this 
large open area. You may run into a tango or two 
down this corridor. At the doorway, slowly side- 
step around the corner to get a view of the cat- 
walks. Use Sniper view and take out the two tan- 
gos patrolling up there. If you get only one, send 
the other teams rushing out onto the catwalks 
with code Bravo. Then join them on the catwalk 
by ascending stairway 3. Move all teams across the 
catwalks to ramp 4, in the silver building. 


Head up the ramp to level 8. Advance to room 


Fig. 6-107. Blue Team takes out the 
tangos on the catwalks from area 1-D, 
below. 


8-A, and then split Red and Green teams. Send 
Red down to hold at 8-B while Green waits at 8- 
C. Code Charlie sends them both into room 8-D 


u 
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to take out the two or three tangos on the walk- 
ways above level 4. Get all your teams back co 
ramp á and then down to level 4. 

Room 4-A is a security post— and a death trap. 
It's configured like the post you stormed on level 
Ll. Position Blue on the left, Green in the center, 
and Red on the right. Use the heartbeat sensor to 
take a look at what you face, and then inch for- 
ward unul the door opens. At code Delta, Red and 
Green rush in and kill everyone who remains alive 
in the room. 

These are the last tangos vou ll have to kill in 
this campaign. All that remains is to capture John 
Brighding. Enter the lab and pick the lock to the 
big metal door to end the mission and the cam- 
paign. 

Good job! 


Notes 


Expect to lose some operatives no matter how care- 
fully you plan and execute this mission. It's a dan- 
gerous one, and the biosuits, while protective 
against deadly viruses, do little to stop a bullet. 
Also, the automatic doors make surprising the 
enemy difficult. When setting waypoints with Go 


codes, take care not to place a waiting team so close 
to a door that it opens prematurely. Before entering 


any security post, use the heartbeat sensor to see 
where tangos are positioned. ‘The sensor cant “see” 
tangos on the landing above a post, and each post 
has at least one tango up on these landings. 

This mission tests your tactics, as the foregoing 
strategy shows. Once vou complete it, pat vourself 
on the back. You just saved all of humankind. 
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Fig. 6-108. Ramp 4 is inside the silver 
building in the middle of arca 1-D. 


Fig. 6-109. Red and Green blitz area 
8-D to secure the area above the lab 
on level 4. 


Fig. 6-110. You face this mission's 
(and the campaign's) last opposition at 
security post á-A. Beyand this, it's a 
clean walk to John Brighting in 

the lab. 
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CHAPTER SEVEN 


MULTIPLAYER 


Rainbord Six multiplayer function makes for 
ame remarkable gameplay. One terrific feature 1 
ies speech espabiliey The game îs so fasr-pacud, 
you oould be killed in the time it takes to tvpe a 
messe or to taunt another player. Rut with an 
inexpensive microphone plugged into a sound 
gard or other device, players can speak directly « 
ane another. A headser works best, bur a clip-an 
mike with speakers works almost as well. 


There are two ways to play Rainbow Six with 
other humans— cooperate in one of the games 
16 missions, or fight against each other on any of 
the game maps. You can connect to play over a 
Local Area Network, on the Internet, or using 
Mplayer. Follow the game manual’s directions, or 
those of your service provider, if you have trouble 


connecting. 

From the Muluplayer screen, you may choose 
either to host a game or to join one another play- 
er has created. The host chooses mission type, 
location, and other game specitics. Players may 
choose their own characters and the weapons and equipment they Ì carry. 

The following sections provide details on the types of games you can play in muluplayer 


Rainbow Six. 
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COOPERATIVE MISSIONS 


In cooperative multiplayer, as you might expect, 
players work together to complete one of the cam- 
paign game's 16 missions. You can use the training 
facilities to hone your skills and learn to work as a 
team. Ì suggest going through the Kill Houses 


B ae DENES 

N » N Pe arke 7 y rect uE B ATD TARGETIK 
together before embarking on any mission. zn jj | 
Fhe host may select from several options, mb dere 


including difficulty level and whether a player 
works singly or with team support. Players may 
choose to be any of the 20 RAINBOW operatives, 


but there can be only one of each personality. A 


: sad E . ER re Fig. 7-1. The Game Creation Screen 
chat window on the Game Creation screen facilitates mission 


planning. Use tt to ensure team operatives carry appropriate 
equipment. When everyone ready, the host can start the mission. 
Players begin at one of the insertion zones. 


COMMUNICATIONS 


Communication is the single most important factor for completing any cooper- 
ative mission. 

Before beginning, choose an overall leader. If there are several players, orga- 
nize the operatives into teams, with leaders for each. Assign each team one or 
more tasks and orders for executing them. For example, if Team Blue is going 
to enter a house through the front door, it may 
have to wait until after another team disables a 
security system. Teams should practice in the Kill 
Houses and training ranges until their members 
are comfortable working together. 

Players should study the mission maps (from 
the single-player mission-planning phase) ahead of 
time. Real antiterrorist teams learn as much as they 
can about a target location before they enter it. 


Your missions will offer enough surprises your 
without your getting lost. Multiplayer missions Fig. 7-2. Team support checks the 


have no waypoints, so you may want to pencil some in on a hand- _reem on the other side of che door 
with a heartbeat sensor before the lead 


drawn map, or on the maps in this book. 
opens the door and enters. 


ee RNADTER BEPEN OEL EAA 


Radio Discipline 
No one wants to waste a lot of mission time typing long lists of 


si instructions for each fellow plaver. Even spoken messages can 
TIP be confusing and easily misunderstood when they're too long. 
| Maintaining strict radio discipline is vital. 


zeten The voice option adds 


Each message should follow a basic format. First, address 
a lot to multiplayer È 


the recipient; then idenufy yourself. Briefly state your message 
and end with “Over.” This last word tells the receiver that 
you've completed your message and he or she hasn't missed any 


games. After connecting 
a mieFöphone and acti- 
vating speech from the 
multiplayer options, you 
can speak to your team- 


of it. Stating who the message is for and who it's from prevents 
confusion when youre playing with several others. 
Each player should have his or her own designation. 


Following RAINBOW's example, the overall teader is called 


“Six.” Other operatives can be named after team, task, and the 


mates or adversaries. It 
works like a one-channel 
radio: Hold down the 


like. For example, you could call the leader of Blue Team “Blue 
spacebar to record your 


One.” [ prefer naming operatives for their tasks. An assault 


message. Release it to en oe 
4 team might include Rifle 1 and Rifle 2, and a demolttons spe- 


transmit. This is a lot 
easier than typing during 
a mission, when every 
second counts. 


cialist, Demo 5, for example. 

The shorter and more concise the message, the better. 
Recipients should respond with “Roger” or “Acknowledged,” if 
chey agree, or “Negative, if they can't comply. 


Here's an example of proper radio discipline: 


“Recon 1, Six. Status. Over.” 

“Six, Recon 1. Tangos by front door and on balcony. Over.” 
“Roger Recon 1. Demo 4, Six. Frag front door. Rifle 1 and Rifle 2, clear entry. Over.” 
“Recon 1, Acknowledged.” 

“Rifle 1, Acknowledged.” 

“Rifle 2, Acknowledged.” 

(Six) “Go!” 

(Rifle 1) “Contact!” 

(Rifle 2) “Got him!” 

(Rifle 1) “Clear.” 

(Rifle 2) “Clear.” 

“Rifle 1, Six. Status. Over.” 

“Six, Rifle 1. One tango down. Escorting precious cargo. Over.” 
(Six) “Acknowledged.” 
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In this example, each message was brief and to 
the point, but provided enough information to do 
the job. Notice the importance of status reports. 
They let other players know what's happened so 
the leader can order the next step. 

It may take practice to become familiar with 
this discipline, but it makes the game far more 
realisttic—and using it can make the difference 
between success and failure, especially in fast-paced 


— MEDLOEL Fig. 7-3. One player opens the door 
and covers the opening as the other 
Tactics lobs in a frag grenade. 


You may have developed some great single-player tactics, but 
multiplayer games demand a few new ones. Teamwork is 
among the most important. If you have enough players, group 
them in pairs. Two people see twice as much and can accom- 
plish different tasks, making the team more effective. 

My favorite such tactic involves using the heartbeat sensor: 
the leader carries a weapon while the second team member uses 
the heartbeat sensor to locate enemies. Everything the sensor 
picks up ts relayed to all team members, so tt becomes unnec- 
essary for each to use his or her own. 

A two-person team also ts useful for breaching a door or 
clearing a room. One opens the door as the other tosses a frag 


spread out, one going left and the other right. This prevents 
anyone getting shot in the back because he or she looked left 


grenade or flashbang. Both then run through the doorway and TIP 


zeten Each team should 


when the tango was right. (Practice at the training ranges will 
5 ghr. ( & Fang have at least one heart- 


help two-person teams develop the good timing such tactics 


{ beat sensor. Only one 
require.) A second player also can help prevent surprises from 


team member must use 
the rear. $ 
it, and all players on 

that team can see what 


the sensor detects. 


Spacing between team members also is something to think 
about. You want to stay close enough to support one another, 
but not so close that a single automatic burst could take you 


both out. Outdoors, you can space team members far enough 
apart that they can support one another without a single 


grenade killing both. 


Tom Clancy's 


Anbos) 


Strategy 
The single-player campaign strategies in Chapter 6 apply as 
well to cooperative missions. 


IP 


‚Surviving Frag Attacks 


Your enemies wont use frag grenades in 
the single-player campaign, but you can 
expect a human opponent to rely on such 
tactics. 

Keeping your formations loose is cru- 
cial during team adversarial games. Close 
formations may have value in terms of 
mutual assistance, they also make a team 
a juicy target for machine-gun fire and 
frag grenades. Stay loose during advances 
and when entering new territory. 

Plan for grenade attacks when defend- 
ing. Never position too many of your peo- 
ple in a confined area. Keep your forces 
far from doors and other openings. 

An assaulting force is likely to toss 
grenades in along the same wall as the 
door they just breached, so a position in 
the center of the room can be safer than 
one in a corner. Hiding bebind furniture 
or other objects will increase your chance 
for surviving a frag attack. 


ADVERSARIAL GAMES 


Working together can be rewarding, but 
sometimes we all want to test our skills 
against another human. Not to worry. 
Rainbow Six includes an extensive system for 
doing just that. The host player can choose 
Kill Houses and single-player mission maps. 
If you thought these were challenging against 
the computer, wait until you try them against 
a human player! 

The host chooses not only the mission 
map, but also mission type. Rainbow Six 
allows you to play more than just “last man 
standing.” Team games are a big part of 
adversarial games, and you have six mission 
types to choose from. 


Survival 

Survival is the standard multiplayer game. It's 
every-player-for-him- or herself, and che last 
survivor wins. Once you're dead, you're out 
of the game unul there's a winner. There's no 
resurrecting and coming back to fight in the 
same round. 


Team Survival 


‘Team Survival is similar to the foregoing, but you need only 
kill all che players on the other team. 
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Stronghold 
In Stronghold, one team defends an area while che 
other attacks and tries to reach and clear a certain 
location. Because the defender usually has the 
advantage, it's usually a good idea to give the 
attacking team more people. 


Double Stronghold 
Double Stronghold requires each team to defend 
its base while trying to capture that of the other 


Fig. 7-4. Proper spacing between team 
members requires a fine balance of 


team. [his is a good choice for games with lots of 


players. support and vulnerabiltey. 


Double Bluff 

Double Bluff gives each side a single hostage. The object is ro 
bring che other team's hostage to your base while protecting 
vour own hostage. Take care around the hostages, though: 
whoever kills one loses automatically. 


Recon/Regroup 

Recon/Regroup differs from the other mission 
types. You need achieve only one of your two 
objectives to complete the game. First, vour team 
must either spot visually or kill all enemy team 
members. Second, vou must get most of your team 
members back to base. Stealth is the key to either 
objective. Usually you should wear light uniforms 
and carry silenced weapons. This game type is best 


plaved on large maps with lots of players. It's simi- 


Ì N Fig. 7-5. Using team tactics, a pair of 
lar to hide-and-seek, but both teams hide and seek ners prenten eklikeacha dbor with 
at the same time. a shotgun. The player with the shot- 
gun had better stay close to his part- 


À El ner or he'll be dead shortly. He'd be 
Special Tactics better off switching to his pistol. 


Adversarial missions, especially Survival games, demand some 


new and different tactics, most relatng to the fact that youre 
operating as a single-person team, without support. 

Fake care when you use the heartbeat sensor. It tells you 
where the enemies are, but things can happen very fast. Dont 
get caught trying to shoot an enemy with the sensor. Take 


CECT EN TTI 


ì Tom Clancy's 


en 


Fig. 7-6. Heartbeat sensors are virtual- 
ly useless on stairways. Don't let 


another player sneak up on you from 


a different level while you're concen- 


trating on the map. 


UP 


… Heartbeat sensors are 


. great for multiplayer 


missions, but be careful 
wiër’ You use them, espe- 
cially in Survival games. 
While your sensor is 
active, your weapons 
aren't. Tve killed other 
players who saw me on 
their sensors, but who 
couldn't then select and 
aim their gun before Il 
ran around the corner 
and shot them dead. 
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quick looks and then switch back to a weapon. 
Use extreme caution near stairways. Because the 
heartbeat sensor shows other players only on your 
level, it's easy to be surprised by someone coming 
up or down the stairs. 

In other multiplayer games, some players like to 
wait in ambush for their enemies. This is called 
“camping.” Campers usually are unpopular and, 
once identified, often become targets for all the 
other players. Although Rainbow Six’'s maps and 
levels provide lots of hiding places, the heartbeat sensor climi- 
nates the element of surprise. In fact, while you wait for some- 
one to come through a doorway so you can blow them away, 
the enemy’s sensor may already have pointed you out, and 
you'll get a frag grenade, instead. This makes muluplayer 
Rainbow Six move more quickly than other games. 


The Maps 


You may choose from 17 maps in adversarial games. Each 
requires special consideration. 


Kill House Two-Story 

This is a small level, great for quick, tense, games. It's too small 
to be much good for anything but Stronghold games, however. 
The defender must deal with an assault that can come from 
two directions at once. 


Embassy 

The Embassy map works well for all game types. The three lev- 
els, wich their numerous stairways and small rooms, make for 
great close combat. Bring along some grenades. 


Congo Mansion 

Again, because the mansion house is small, chis map works 
best for Stronghold games. However, it's useful for ‘Team 
Survival, as well. The large areas of open ground make it a 
poor choice for other game types. 


Oil Rig 
With its many levels, stairways, and ladders, che Oil 
Rig map works for any type of game. 


Hacienda 

This map resembles Congo Mansion, in multiplaver 
terms. Use it for Stronghold games. Pick off as many 
enemies as vou can out in the open before fighung 


Foom-to-room. 


Fig. 7-7. Use caution in these mis- 
sions. When you die, you stay dead for 


Water Ride 


You must try this map. Its three levels and colorful scenery 


the rest of the round. 


make for fun games of any type. The catwalks above the large 
open areas make it challenging, as well. 

Dam 

The Dam combines narrow wnnels with large, open rooms— 
useful for all game types. Use care in the turbine rooms, where 
other players can shoot at you from different levels. Your heart- 


beat sensor can detect only those on your own level. 


Bio Lab 

Most game types can use the Bio Lab map, bur the open space 
beeween the buildings can become a kill zone as enemies fire 
out the building windows. Also, the lab makes for claustropho- 


bie combat and the automatic doors make surprise breaches 
difficult. 


Airport 

The Airport map has lots of open space and a small building, 
making anything bur Stronghold very difficult ro play. The 
building has several windows from which you can shoot at ene- 


mies as they cross the open ground. 
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Mint 
The Mint provides a real challenge for just about any game 


type. The see-through floor in the pressing room is great for 
ambushing other players. Their heartbeat sensors cant detect 
you in the other level. There are several choke point kill zones 
on this map, as well. 


Ship 

The Ship’'s numerous narrow corridors and small rooms make 
it a good choice for any game type. The passage to the engine 
room on the lowest level is a kill zone. Be very careful there. If 
you must descend che ladder, jump down rather than climb or 
youre dead if an enemy waits at the bottom. Also, there's only 
one stairway between the ship's main levels. Keep these covered 
and you can make life difficult for the enemy. 


Estate 
Although the house is small, tt has a number of rooms and 
three staircases. It's useful for most game types. 


Skyscraper 
The Skyscraper map combines large open areas with long corri- 
dors and small rooms. Use it for any type of game. 


Road Ambush 

Most combat on this map will take place at long range. There 
are several places where players can climb above ground level 
and shoot down on opponents. Crouch when youre in these 
positions to present a smaller target. Also, the long ranges 
make sensor detection difficult. 


Amazon Research Outpost 

This is an especially good map for Double Bluff or Double 
Stronghold games. You can exit each building unseen from the 
other. The open area between the two buildings can be a kill 
zone, however. Dont forget chat you can walk on the cover 
over the walkway between the buildings. 
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Athlete’s Village 
This is another great map for all types of games. The ground 


floor is a maze of halls and rooms, and the narrow tunnels in 


the sewers below provide a way to sneak up behind enemies. 


BioDome 

BioDome is the king of maps, appropriate for any game type. 
There are several places to establish kill zones. If you're defend- 
ing a security post, place your operatives up the stairs on the 
landings, where enemy heartbeat sensors cant detect you. The 
more plavers for this map, the better the game. Again, che 
automatic doors make sneaking up to breach difficult. 


Tom Clancy’ s 
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GHAPTER EIGHT 


ADDITIONS TO 
[HE RAINBOW 
TEAM 


Noe only does the Eagle Watch Mission Pack add 
hive Hew missions to Rainbow Six, it also gives the 
player four new operatives and three new 


Weapons fo Ust in enmpleting these missions and 
for multiplay. Whar follews are some of those 


ahdieins. 


New Operatives 


Eagle Watch provides four new operauves to add 
to your teams, all taken from Tom Clancy's 
Rainbow Six novel. If you've read this great book, 
the names will be very familiar to you. All the 
new operatives are good choices for a variety of 
tasks. 


nani 
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Johnston, Homer 


Personal Information 
Identification Number: RCTO047-B0381 
Nationality: American 
Specialty: Assault 
Date of Birth: 23 August 1972 
Hemahts 183 cm 


NOLSNHOL 


Weight: 73 kg 
Fee. Blond 
Eyes: Brown 
Gender: Male 


Background 

Born in Boise, Idaho, USA. Father logger, mother secretary at 
lumber mill. Brought up in true mountain-man fashion. Shot Bfkttributes 

his first deer ar age 10. Former Green Beret and Delta Force haaressian: 89 
member. Part of 101st AirMobile, Fort Campbell, Kentucky. U 5 

Found his way into Black Ops by 1989. Definiuve distance Leadership: Bà 
runner. Reltes on stealth and speed to set up his sniper loca- Belf-contral: 87 
tions. Expert wich all rifle types. Spends free time hunung Stamina: 88 

with Weber and visiting his parents. Unmarried. Teamwork: 88 


Demalitians: 58 
Fleetranies: 50 
Firearms: 98 
With the HK G3A3 rifle, he's deadly at long range. Assign Grenades: 70 


Johnston to a team thar must pick off tangos from a distance. 


Notes 
Johnston is one of the snipers assigned to the RAINBOW 
team. As such, he has great Firearms and Stealth skill levels. 


He'll give vou a new understanding of the sniper motto, 
€ . 3% 
One shot, one kill. 
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Loiselle, Louis 


Personal Information 
Identification Number: RCT0O013-B5928 
Nationality: French 
Specialty: Assault 
Date of Birth: 06 June 1968 
Height: 178 cm 
Weight: 68 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


Background 
Born in Paris, France. Married to Elaine, three years. Father 
Attributes former commercial pilot, mother a clerk at local department 
store in Avagion. Former member, French Parachute 
Aggression: 90 Division. Detailed to DGSE. Part of action group Service 7. 
leadership: 85 Involved in tactical espionage and counterespionage through- 
Belf-eantrol: 10 out Europe. Began training DGSE recruits in 1985. On 
Stamina: 85 assignments, he's a utility player and doesnt disturb easily. 
Teamwork: 89 He's a marksman with pistols and rifles, bur is experienced in 


all forms of counterterrorism. He spends most free time read- 


Bemolitions: 48 
Fleetranies: 70 


Firearms: 84 Notes 
krenades: 10 Loiselle is a good choice for an assault team in the support 
Stealth: 18 role. He'll do a great job covering your back during a mis- 


sion, and will stay calm, even when stuff begins hitting the 


ing and with his wife. 


fan. Place him in a teams second slot. 
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Price, Eddie 


Personal Information 
Identification Number: RCTO0O49-B4197 
Nationality: British 
Specialty: Assault 
Date of Birth: 21 September 1958 
Height: 186 cm 
Weight: 84 kg 
Hair: Brown 
Eyes: Green 
Gender: Male 


Background 

Born in London, England. Father deceased, mother living in 
Cambridge, retired nurse. Price is a former color sergeant, 
serving in the 22nd SAS at Hereford. Spot-promoted to 
Sergeant Major. Spent time in Northern Ireland for the 1áth 
Intelligence Company. Highly trained in techniques includ- 
ing CQB, IR photography, and covert surveillance, “the 
Company” performs in Northern Ireland, monitoring known 
IRA terrorists and preempuvely striking terrorist targets. 
Involved in hostage rescue, Colombia, 1984. Extremely phys- 
ically fit and an expert marksman. Enjoys reading, smoking 
his pipe, and working out with Weber. Unmarried. 


Notes 

Price is the first sergeant of Chavez's team in the novel. With 
more experience than any of the other operatives, Price 
makes a great team leader. Not only does he have great lead- 
ership skills, bur he's also very profictent with firearms. 


Aagressian: BU 
leadership: 85 
Self-cantral; 40 
Stamina: 87 
Teamwark: DE 
Demalitians: 71 
Fleetranies: 63 
Firearms: 88 
brenades: 77 
Stealth: 88 


Weber, Dieter 


Personal Information 
Identification Number: RCTO0O17-B7682 
Nationality: German 
Specialty: Assault 
Date of Barth. O9 ud WIJT 
Height: 191 cm 
Weight: 98 kg 
Hair: Blond 
Eyes: Brown 
Gender: Male 


Background 
Born in Munich, Germany. Father tronworker, mother 


Attributes deceased. Graduate of German Army's Berger Fubrer 


(Mountain Leader) schools, one of the world's toughest, 
Aygressinn: 83 physically. Came from GSG-9 team, part of the former 
leadership: 13 Border Guards, the Federal Republic's counterterrorism team. 
Self-eantral: 84 Fluent in English and German, his marksmanship is matched 
Stamina: 100 by only a few team members. Spends free time hunting, 
Teamwork: 90 working out with Price, and practicing tai kwon do. 


Unmarried. 


Bemolitions: 54 

Flgetranies: Bi Notes 

Firearms: 108 Weber is another one of RAINBOW's snipers. While he has 

krenades: 72 great Firearms and Stealth skill levels, he's not the best leader. 
Stealth: 96 You may want to control him, however, so either put him in 
charge of a small team or keep him alone at a distance from 


the action to supply fire support. 
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New Weapons 


You now have three new weapons to use in vour war against terrorism. Each of these will add more 


firepower to your teams and give you an advantage over your enemies. 


Heckler & Koch G3A3 

The G3A3 is Heckler & Koch's standard assault rifle. 
It fires the powerful 7.62mm NATO round. This is 
the most accurate rifle in RAINBOW's arsenal. 


Notes 

‘This is your best weapon choice for long-range shooting. Give this to snipers like Johnston and 
Weber and they'll drop tangos before the bad guys know what hit them. Sniper view has a great 
zoom-in and allows you to fire single rounds into the heads of tangos, even when they're near 
hostages. 


Heckler & Koch G36K 

The G36K is Heckler & Koch's latest assault rifle. Fes 
compact design makes it useful in close quarters, and 
its 5.56mm round will penetrate most body armor. 


Notes 

Firing the same round as the M-16, the G36K gives added punch to assault teams working at short 
range with little room to maneuver. Use this against tangos wearing body armor when you must 
advance through narrow corridors or other such areas. 


IMI .50 Desert Eagle 

The IMI .50 Desert Eagle is a very powerful hand 
gun capable of punching through body armor. It has 
a limited six-round magazine, however. 


Notes 
Although the Desert Eagle has only a six-round 


magazine, given the limited use a secondary firearm 
gets, this shouldn* be a problem. Besides, wich a .50-caliber round, it takes only a single shor to 

drop your target, even af you don't hit the tango in the head. Unless you must stay quiet, take one 
of these pistols along. If you must resort to your secondary weapon, chis is one you can count on. 
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gp Pen Oanes CHAPTER NINE 


_ EAGLE WATGH 
MISSING 


The five new misstons included in che Eaglc 
Warch Mission Pack can he difficult. They con- 


tinue right where the vriginal game ended, with 


no easy mission to help you get back into che 
hustage rescue husiness. As in Chapter 6, chis 
chapter oovers the strategies and tactics necessary 
wm eomplete each of the five new missions. 


The strategies include which operatives to 


use, how to assign them to teams, and which 
weapons they should carry. A brief walkthrough 
is then provided for each of the teams and finally, 
a note section describes how all che teams’ indi- 
vidual actions should be coordinated. While you 
may be used to giving teams their orders and 
having them automatically carried out, some of 
the new missions will require you to take control 
of each of the teams at critical and hazardous 
instances. Therefore, be sure to include several 
Go codes for each team to provide pauses in the 
action to ease your jump from team to team. 

One of the new features of the Eagle Watch Mission Pack is the Full Watch Mode. This 
allows the player to view the actions of all the teams during a mission, without taking control of 
any of them. This is a good way to test your plans for a mission and see where changes can be made 
as well as when your skills as a leader will be most needed during the action. 


TOM CLANCY'S RAINBBW SIX - MISSION PACK: EAGLE WATCH - PRIMA'S OFFICIAL STRATEGY GUIDE 


Mission 1-Operation: Little 
Wing 


03.10.01 0600 
Russia 


Mission Orders 
Militant terrorists have taken the Shuttle Buran site. They hold 
a scientist and two workers hostage, along with a bomb, in the 
shuttle cockpit. You must enter by way of the launch pad. Find 
the hostages and neutralize all terrorists at the site. 

The height of the tower prevents us from providing outside 
heartbeat sensor support. Consider taking along a portable unit. 


Objective 


|. Rescue the workers. 


MissinDa 
Difficultylevel  Terrorists _Hostages Other 


Reeril Id d None 
Veteran 18 d None 
Elite 1 Ù Noge 


Fig. 9-1. Tangos hold the workers hostage in the 


command section of the shuttle. 


Team Assignments 


Blue Team 

Operative Primary 
Bogart GiAd 
Filafov MP5-A2 
Red Team 

Operative Primary 
Johnston biAd 
Nakuzanka MP5-A2 
Green Team 
Operative Primary 
Price GiAd 
Aaymond MP5-A2 


insertion 


stairs up 


Secandary 


Deserl Fagle 
Aa Mark 2d 


becandary 
Desert fagle 
Ai Mark 23 


Secondary | 


Desert Fagle 
Ai Mark 29 


Map9-t: Operation: Little Wing 


Sal 


Frag brenade 
Heartheal Sensor 


Slot 
frag Grenade 
Heartbeat Sensar 


TN 
rag Grenade 
Hearea Sensor 


ramp up 


bee eer 


extraction zone 


Flashbang 
Flashand 


sd? 


Flashbang 
Flashbang 


gut? 


flashbang 
Flashbang 


ladder up 
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Uniform — 


Urban Light 
Urban tight 
Legend 
Uniform | @ Terrorist 
Urban Liot H Bcediis 
A Ladder Down 
is 11) Stairway Reference 
Unifarm 
Urban tinht zl Locked Door 
Urban tight Ds Unlocked Door 


1-A Room Designation 
(first floor, first 
room) 


stairs up 


stairs up 


Map 9-1 (cont'd.): Operation: Little Wing, Mission 1 


ramp down 


stairs down 


stairs up 


ladder down 


stairs down \adder down 


large window 
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Strategy 
pe. If you thought the first mission would be just a refresher 
Lip course, guess again. These tangos also have itchy trigger fingers, 
ú so you ll have to shoot fast and accurately if you're to accom- 
plish the mission objectives without losing your entire team. 
Heartbeat sensors are mandatory for each team. These gadgets 


will help keep your operatives from being blown away as they 
go around a corner. 


The missions in the 
Eagle Watch Mission 
Pacheurê ve: y difficult, 
and the computer Al 


The metal walkways will make noise if you move too fast or 
controlling your opera- 


are wearing heavy uniforms. Move quietly to avoid alerting the 


tives often isn't quick erde 


enough to get off the 
first shot. To keep all 
your people alive, there- 
fore, it's important that 
you control them when 
they face opposition. 
Place several Go codes 
in the orders to provide 
places to hold one team 
while you take control 
of another. 


You'll use three teams for this mission. It could be accom- 
plished with only two, but that would necessitate backtracking. 
All three teams must advance toward the shuttle, taking out all 
tangos along the way. By che time they reach the shuttle, the 
only tango left should be the one guarding the hostages. He's 
very difficult to kill without endangering the hostages. 


Blue Team 

Blue Team is your main team. Begin by climbing the stairs 
near the insertion zone. Set the Rules of Engagement to 
Advance so your supporting operative will use the Heartbeat 
sensor. The first tango is in room 3-A. Throw a frag grenade 
around the corner to take him out. Head through the room to 
3-B. Use caution as you enter here. A tango may be on the 
ground or up the stairs on landing 4-A. You may 
have to shoot up through the stairs to get him. 
Otherwise, he'll be in control room 4-B. If so, take 
him out with a grenade. 


First, shoot out the glass in this room—and stay 
near the door. Use Sniper view to target the tango 
on the walkway to the shutde. Move forward cau- 
tiously, and you can also snipe three other tangos 
left of this walkway. When all is clear, shoot out the 
shuttle windows. Hold here for Go code Alpha. 


Fig. 9-2. Clear out control room 4-B, and then use it as 
a sniper post, 
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When vou return to Blue eam, head out along 
the catwalk toward room 4-C. Throw a frag grenade 
into the room to take out che tango then hold again 
for code Alpha. 

By now, vou've eliminated all tangos but one. 
Mustering all che srealth you can‚ move carefully 
along the catwalks and across the roof of che walk- 
wav to the shuttle. Ser vour rifle to singte-shot. 
Advance quietly until you can see the tango guard- 
ing the hostages through the shuttle window. 
Quickty take him down betore he kills any hostages. 
IF the mission doesnt end, return to the extraction 
zone, at code Delta, via the fourth-level walkway 
and stairwav 4. 


Red Team 
Red Team's job is to clear the far side of the launch 
platform, as well as the area leading to the shuttle. 


Hold in hallway 1-A for code Bravo; then enter 1-B. 


There mav be a tango there, so check the heartbeat 
sensor first. Carefully strafe left as you face arca 
1-D. There's a tango on your level, and a couple on 
the walkways above. Take out as many as you can, 
and then turn around and head out to the catwalk 
to 1-E There's a tango at the top of the ladder in 
front of vou and another on the catwalk at vour 
level. Drop them both, and then head to 1-G. Clear 
out hallways 1-H and 1-1. Hold at the foot of stair- 
way 2. 

After another code Bravo, ascend the stairs care- 
fully. Often you'll find a tango at the top, near 3-E. 
If not, wait unul one appears and kill him. Then 
eliminate any tangos in the 3-F area, without expos- 
ing, yourself to the terrorist in the shuttle at 3-H. 
Hold for another code Bravo. 

If Blue Team cant get the tango in the shuttle, 
its up to Red Team. Set vour rifle to single-shot. 
Move forward toward the shuttle walkway. As vou 


Fig. 9-3. After shooting out the control room’s glass win- 
dows, take out the tango in the walkway to the shuttle. 


Fig. 9-4. Blue Team must carefully and quietly walk 
across the roof of the walkway to the shuttle. 


Fig. 9-5. Shoot through the shuttle windows to kill the 
tango guarding the hostages. 
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face it, strafe a bit to the right until you can see the 
first vwo hostages, but not the tango guarding 
them. Throw a flashbang as far as you can into the 
shuttle. Then quickly choose Sniper view for the 
rifle and strafe right, undil you see the tango. Pause 
briefly unul the targeting reticle shrinks back down, 
and then fire a single round into the tango's head. 
Use care: even a three-round burst at this range 
could spread enough to kill a hostage. 

With the shuttle clear, give code Delta, enter the 


Fig. 9-6. Red Team must take out the tango at the top of shuttle, and then escort the hostages down stairway 
the ladder, as well as the one on the catwalk at the same 
level. 


3, and then to the extraction zone. 


Green Team 

Green Team's job is to clear an escape route for Blue 
‘Team and the hostages, should one become neces- 
sary. 

Hold at the insertion zone for code Charlie. 
After receiving the code, take the right passage 
toward room 1-C. There could be a tango inside. 
He may not show up, because the red dot on the 
heartbeat sensor may be over the red line for the 
extraction zone. Frag the room, or at least throw a 
flashbang in before you enter. Hold in this room 
while covering hallway 1-E. 


ie 


VANVANUd | 
ke) 


„id 


t 


Fig. 9-7. If you wait outside hallway 1-G, a tango will 
walk by eventually. Drop him. 


At the next code Charlie, advance toward 1-J. 
Then carefully climb srairway 3. Hold at the top, 
without exiting the stairway. You may have to help 
Blue Team take out a tango. Ar code Delta, Green 
‘Team retraces its path room 1-C and the extraction 
zone, clearing the path for Blue ‘Team and the 
hostages. 


Notes 
‘Take control of all the teams as they encounter the 
enemy. While Red and Green hold near the inser- 


Fig. 9-8. If Red Team must take out the guard, first 


throw a flashbang into the shuttle, and then shoot care- f ke Biu, in A 
fully down the passageway with the rifle set to single- non zone, take Dlue ream to ITS HrSt hold. 


shot. 
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Then take command of Green ‘Team unul its next 
hold, followed by Red Team. Blue ‘Team clears out 
4-C, and then holds. Then Red ‘Team climbs the 
stairs and waits at 3-E. Once Green Team is in the 
rive Blue Team code Alpha to take out the 


stairway, 8 


guard. After the shuttle ts clear, give code Delta and 


extract the hostages, as well as vour team. 


Mission 2-Operation: 
Sapphire Rising 


Fig. 9-9. Green Team must clear out the extraction zone 
that's also the cosmonaut suit room. 


03.19.01 1800 
India 


Mission Orders 

Sikh terrorists have planted a bomb in the Tay 
Mahal. They also hold four hostages on the second 
floor. Find the bomb and disarm it, and release the 
hostages unharmed. 

You'll be inserted on the roof of the structure. 
Meert back on the roof with the hostages at the 
extraction point. 

We have ser up heartbeat sensors around the Tay 
Mahal, so you should have full informatton on ter- 


rorist locations once vou ve been inserted. 


Fig. 9-10. The Taj Mahal is filled with priceless artifacts. 


Objectives You must free the hostages and disarm the bomb with- 
out wrecking the placc. 
1. Disarm the bomb. 
2. Rescue the tourists. 


Mission Data 


Difficulty Level Terrorists Kastages Other 
Recroil IE { {Bomb 
Veteran 20 Ì {Bomb 
Elite ij ì {Bomb 
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Team Assignments 


Blue Team 


Operative Primary 
have? MP55Do 
Yacoby MP55D5 
Morris MP55D5 
Redleam 
Operative Primary 
Walther MP5SDs 
laiselle MP5SDs 
Green Team 
Bperative Primary 
Naranha MP5sDe 
Arnavista MP5oDs 


Secondary Slhati Slot 2 Uniform 
45 Mark-50 lashbang Emply Orkan Medium 
46 Mark-50 Flashbang Empty Urban Mediom 
45 Mark-50 Flashbang Demalitians Kit Urban Mediam 
Secondary — Slott Sbt2 _ Uritrm 
45 Mark-S0 Flashbang Empty Urban Medium 
Ab Mark-50 Flashbang Empty Orban Mediom 
Secondary Slot Shat2 Uniform — 
45 Mark-5D Flashbang Emply Urban Mediom 
Hú Mark-50 Flashbang Empiy Urban Medium 
Strategy 


This is another tough mission, but it's not as bad as the first. 


Heartbeat sensors have been placed all around the building, so 


the teams needn't carry them. This gives you a big advantage, 


because you can see where alf the tangos are hiding. 


Although you can accomplish chis mission wich only two 


Fig. 9-11, Blue Team must clear the roof over the 


enemies and prevent them from running downstairs to 


warn the others. 


úi 
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teams, three is best. While two teams rescue the 
hostages, the third goes after and disarms the 
bomb. Because the ‘Taj Mahal is a historical site 
containing many precious arufacts, use no frag 
grenades and keep your shots on target. Stay as 
quiet as you can. If the tangos guarding the 
hostages see you, they'll gun down che tourists 
immediately. 


Blue Team 

Blue Team’s mission is to get down to the first floor 
and disarm the bomb. First they must clear the 
roof, however. From the insertion zone, head into 


stairs up 


Map 9-2: 


©) 


CH 


Operation: Sapphire Rising, Mission 2 


stairs up 


Legend 


© Q Terrorist 
(H) Hostage 
jz Ladder Up 
I= Ladder Down 


Stairway Reference 

Locked Door 

Unlocked Door 
1-A Room Designatron 


(first tloor, first 
room) 


m Stream 


stairs down 


Loe 


Map 9-2 (cont'd.): Operation: Sapphire Rising, Mission 2 


IL 
® Za 
insertion zone 
®, 


ZA 


slairs down 


slairs down 


exlrac{ion zone 


hak the covered hall at 4-A, and then advance to the 
EAT LME KAT 


Rr other end. From there, you should be able to take 
panas out at least two of the three tangos on the roof. If 


Et ear 
mement nn eee 


nn one tango heads toward the insertion zone, the 
veranerssr | other teams will take care of him. However, you 
B > must make sure none of them runs down stairway 1 
to warn the other tangos. 

With the roof clear, carefully make your way 


down stairway 1. There may be a tango there, or 


one may walk in. Clear out area 3-A, and then head 
Fig. 9-12. Use caution as you descend the stairs. to stairway 3. Hold before descending to the first 
floor. 

At code Alpha, make your way to the ground floor. Take 
out any tangos in the stairway and in the hallways below. Two 
tangos wait in the tomb area in the center, with the bomb. 
Red Team should have taken them out already. If not, lob a 
flashbang in, and then rush it. Order Morris to disarm the 
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bomb, and then make vour wav back to the roof 
following the path you took down. 


Red Team 
Red Team must rescue two of the hostages and help 
clear the tomb area for Blue Team. 

Hold at the insertion zone for code Bravo. Take 
out any tangos on the roof that may have gotten 
away from Blue Team. Then head down stairway 2, 
alert for patrolling tangos. You'll probably 
encounter a couple of tangos in area 3-E, but you 
can dispatch them easily. However, area 3-D) can 
have up to three tangos. Check the map to locate 
them. Throw a flashbang into the room with the 
tangos to stun them, and then rush in and kill chem 
all— but dont hit the hostages. 

With this area clear, move toward the balcony at 
3-C and take out the vwo tangos there. The balcony 
gives you a great shot down into the tomb area. 
Take out both tangos in area 1-A and any others 
vou can see. Then return to 3-D and escort the 
hostages back up to the roof and the extraction 
zone via stairway 2. 


Green Team 

Green Team's assignment is similar to Red's. Hold at 
the insertion zone unul vou receive code Charlie. 
Then follow Blue Team down stairway 1 to area 3-À. 
From there, look at the map to locate the hostages 
and tango guards in area 3-B. Take our the tango 
near the doorway, and then throw a flashbang into 
the room with the other two. Rush in and drop the 
stunned tangos before they can react. Finally, escort 
the hostages to the roof via stairway 1. 


Notes 
Often you can let the computer handle Red and 
Green teams, but the Al usually gets your men 


Fig. 9-16. From the balcony, you can take out the two 
tangos in the tomb area below. 


Fig. 9-17. Slowly strafing to one side brings a tango into 
view, and you can eliminate him before he even knows 
yon're there. 


Fig. 9-18. Once the guards are dead, escort the hostages 


to the extraction zone on the roof. 
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killed, especially in the stairways. Instead, start off 
in control of Blue Team and clear the roof while che 
other two teams hold. Take Blue Team down stair- 
way 1, and then hold at stairway 3. 

Now take control of Red Team and lead them to 
free two of the hostages; clear the balcony as well as 
the tomb area below. The computer can take Red 
Team and the hostages back to the roof while you 
take control of Green Team. Get the last two 
hostages, and let the computer escort them to the 
roof. Finally, resume control of Blue Team to dis- 
arm the bomb on the ground floor and eliminate 
any remaining tangos. 


Mission 3-Operation: 
Lion’s Den 


03.25.01 1500 
London 


Mission Orders 


NOMAR terrorists have seized Parliament digni- 
taries and are holding them hostage in the Big Ben 
clock tower. Police have sealed the area around the 
houses. Numerous terrorists guard the tower 
entrance. Take out all resistance and rescue the 
hostages. 

We've ser up heartbeat sensors around the build- 
ing, so you should have full information on terror- 
ist locations once you've been inserted. 


Objective 


1. Rescue the dignitaries 


Mission Data _ 


Difficulty Level 
Recroil 

Veteran 

Elite 


Terrorisis 

4 ì 
jl ) 
jl ) 


Team Assignments 


Bluelgam 
Operalive Primary 
haver GöAd 
Argavisca GBK 

Yacoby BJBK 
Redleam 
Operative Primary 
Price bi 

Loiselle GAK 


Rakuzanka BOEK 


Ë 
bn ar 


Secondary 
Desert Eagle 
Desert fagle 
Oeser Fanle 


Secondary — 


fesert Fagle 
Desert Eagle 
Desert Fagle 


_Hostages Other 


None 
None 
None 


Slot 1 

Frag Grenade 
Frag Grenade 
Frag Grenade 


Slot 1 

Frag Grenade 
Frag Grenade 
Frag Grenade 


Fig. 9-19. Terrorists have taken control of the British 
Parliament building and hold hostages in Big Ben's 


clock tower. 


Slot 2 Uniform 

Frag Grenade Urban Mediom 
Frag Grenade Urban Median 
Frag breoade Urban Mediom 
Slot 2 Uniform 

Frag Grenade Urban Medium 
Fra Grenade Urban Medion 
Frag Grenade Úrbaa Medion 


The tangos move about the building constantly, especially on 


\vhe ground floor. Therefore, the map shows no tango locations. 


USBrbeÎn-game map to locate enemy positions using the heart- 


beat sensors set up outside the building. 


Zn AIR le bk 
SRAINBONSIK 


Map9-3: Parliament and Big Ben 


ramp dawn 


insertion zone 


extraction zone 
stairs up 


stairs up 


ramp down Locked Door 


Zi 
(H) Hostage FA Untocked Door 
1-A 


Room Designation 
(first floor, first 


En Ladder Down room) 
€ Stairway Reference [| Stream 
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Strategy 

This is a tough mission. Right from the beginning, 
tangos will come after you and your teams. All 

the tangos wear body armor, so take along weapons 
that will penetrate. 

You begin on the ground floor of Parliament. 
You'll need two teams for this mission. While one 
secures the ground floor, the other heads up the 
clock tower to rescue the hostages. 


Heartbeat sensors already have been placed 
around the building, so your teams needn't carry Fig. 9-20. Blue Team heads down into the tunnel, where 
them. You'll find most tangos waiting around cor- it will wait for the ground floor to be cleared. 
ners. À great tactic for getting through this mission 
is to bounce a frag grenade off an opposite wall 
back toward the target. 


Blue Team 
Blue is the hostage rescue team. From the start, 
have them run down into the tunnel under 
Parliament and hold halfway through it. 

At code Alpha, continue down the tunnel and 
emerge at area 1-E The ground floor should be 


clear by now. One or two tangos wait on stairway 
3's first landing. Take them OUt, and then make Fig. 9-21. At code Alpha, emerge from the tunnel. 
your way up the clock tower. At each corner, check 
vour map to see what lies ahead. Ar least one tango 
awaits you on each flight. Frag grenades work well 
for taking them out without exposìng vourself. 
Also, strafe slowly past the corner until you can just 
barely see the enemy. Switch to Sniper view and 
inch out just a bit more so you can shoot them 
quickly in the body or head. 

After several flights, you will come to a large 
room with gears. To the right of the door are two or 


three tangos. Bounce a frag grenade off the gears 
and vou can take them all out with a single blast. 


n N Fig. 9-22. Strafe slowly past stairway corners until you 
Clear out this room and then head up the next BEE erngos ahead. Shiöot them before chewican 
flight of stairs, which lead to the last room. see and fire at you. 


Ax 
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Fig. 9-23. Pick off the tangos from below, before they 
can harm the hostages they're guarding. 


Fig. 9-24. When the area is secure, escort the hostages to 
safety. One looks like the Belgian ambassador to Great 


Britain. 


Fig. 9-25. Secure the House of Commons, and then head 


up to the overhead walkway. 
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Set your teams ROE to Clear. Carefully make your 
way into the room. There are several terrorists in 
this room and two on the walkway above, with the 
hostages. Move counterclockwise along the wall as 
you take out the tangos on your level. Try to pick 
off the tangos overhead, as well. 

You must clear this area quickly, before the tan- 
gos can kill the hostages. When the area is secure, 
escort the dignitaries down the clock tower to the 
extraction zone in room 1-C. 


Red Team 

It's Red Team's job to secure the ground floor. At 
the start of the mission, expect at least one tango to 
come and check out the insertion zone. Drop him, 
and then head into the House of Commons (1-D) 
and take out any tangos there. Next, head up stair- 
way 2. Watch out for tangos that may be coming 
down. At the top of the stairs, follow the walkway 
to the House of Lords (1-A). 

Along the way, you'll pass two openings that 
look down on rooms 1-C and 1-E. From there, you 
can shoot down at the tangos covering the extrac- 
tion zone. There may be two or three. Take out as 
many as you can now, so there will be fewer later. 

Continue to the House of Lords, and make 
vour way down stairway 1. Clear out this large 
room, and then finish off any survivors in room 
1-C before securing area 1-E. Finally, hold short of 
stairway 3 while Blue ‘Team rescues the hostages. At 
code Delta, head for the extraction zone. 


Notes 

Its not difficult to operate both teams during this 
mission. Start in control of Red Team. Secure the 
ground floor while the computer takes Blue Team 
into the safety of the tunnel to await code Alpha. 
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When Red Team's job is complete, take control 
of Blue Team and head up the clock tower to rescue 
the hostages. Red Team will cover the foot of the 
stairs to prevent missed tangos from sneaking up on 
Blue Team. As Blue and the hostages reach the 
ground floor, give code Delta so Red Team will lead 
the wav to the extraction zone, and the end of the 


nussion. 


Mission 4-Operation: 
d s Fig. 9-26. From the walkway, vou can take out tangos 
Red Lightning below in rooms 1-C and 1-E. 


034.04.01 2400 
China 


Mission Orders 

Kang revolutionaries have captured tourists visiting 
the fabled Forbidden City. They've divided the 
hostages into three groups and are holding them in 
separate buildings. Find the hostages and meer at 


center court for transport out. 


We've ser up heartbeat sensors all around the eng ked Teen POe ERG stairvards DIEER 


p Rn RN n oes up for the hostages. 
city, so you should have full information on terrorist cht ae 


locations once you've inserted. 


Objective 


|. Rescue the tourists. 


Mission Data 


Difficulty Level Terrorists __Hostages Other 

Recroit Ĳ d None 

Velgran Ù Ö Kong Fig. 9-28. Everyone made it safely to the extraction zone. 
Elte 1 ö None 


ds 
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Team Assignments 


Blue Team 


Operative Primary 
Walther MP5SD5 
Maldini MP5S05 
hedlean 
Operative Primary 
Bogart MP5905 
Borke MP5905 
Green Team 
Operative Primary 
Noronha MP5905 
Hanley MP59D5 


becondary 
Ai Mark-50 
Ai Mark-50 


Secondary 


Ao Mark-sl 
‚Ad Mark-5l 


Secondary — 


Aa Mark-50 
Aù Mark-ol 


Fig. 9-29. Terrorists hold five hostages within the 
Forbidden City. 


Blue Team 


Slot 1 Slot 2 Uniform 

Flashbang Emply Urban Mediom 

Flashbang Empty Urban Mediom 

Shi Shut? Uniform 

Flashbang Emply Urban Mediom 

Flashbang Emply Urban Mediom 
Sti Sot2 __ Witom 

Flashbana Empty Urban Medium 

Flashbang Empty Urban Medium 
Strategy 


This mission is easier than previous ones. In fact, 
you can probably let the computer handle some 
teams for part of the mission. 

Your teams begin outside the Forbidden City. 
They must infiltrate as quietly as possible and res- 
cue the five tourists held hostage on the second 
floor of three different buildings. Heartbeat sensors 
are positioned all around the compound, so your 
teams needn't carry them. The plan is for the three 
teams to clear the entire ground level before 
assaulting the second floors and securing the 
hostages. 


Blue Team must lead the way for the other two teams and help clear out most of the 
ground level. From the insertion zone, carefully enter area 1-B. Take out a possible 
tango in arca 1-A, and then another in 1-C. Then head through 1-A to the entrance to 
l-E Switch to Sniper view just before entering 1-F and look up at the second-floor bal- 
cony. Take out the tango patrolling there, followed by the one at ground level. 


We 
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Map 9-4. The Forbidden City: Red Lightning, Mission 4 


stairs up D 


ramp into stream 


insertion zone 


Stairs up 


extraction zone 


ramp into stream stream 
stairs up 


e 


GT) Terrorist | 
© Hostage pd Unlocked Door 
ze Ladder Up 1-A 

(first floor, first 
EL Ladder Down room) 
: Stairway Reference | Stream 


Locked Door 


Room Designation 


4 BIMA AIGE 
SRAINGOWSIX 


stairs down 


stairs down 


Fig. 9-30. Blue Team carefully moves into the first area. 
If you're quiet, you can take out the first tango or two 
without them even knowing you're there. 


Map 9-4 (cont): The Forbidden City: Red Lightning, Mission 4 


stairs down 
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Rush into building l-J and clear che 
ground floor there, as well as courtyard 
l-H. Continue to area 1-L and I-N, 
where another tango patrols. From 
I-N, you can take out the two tangos 
in building 1-P. Carefully enter the 
building and clear area 1-O from inside 
1-P. Now move to the stairs and hold. 

At code Alpha, carefully climb 
halfway up the stairs. Set the ROE to 
Clear. Then turn a lietle past 90 degrees 
to the right and throw a flashbang over 
the railing into the upstairs room. 
Quickly switch back to your rifle and 
rush up the stairs to take out che 
stunned tango. Locate the hostage and 
escort her to the stairway. Hold for 
code Delta, and then take the hosrtage 
to the extraction zone. 


Red Team 

While Blue Team clears the northern part of the 
compound, Red Team will secure the southern 
areas. 

From the beginning, move over to the wall near 
the opening to area 1-D and hold. At code Bravo, 
crush into 1-D and take out the tangos in 1-E and 
l-I before you enter area 1-L. Open the door and 
enter building 1-K. From the doorway, clear out 
area 1-M, and then hold. 

At code Bravo, rush halfway up the stairs. Set 
ROE to Clear and throw a flashbang over che rail- 
ing, 40 degrees left. After it goes off, rush up and 
take our the tango. Locate the two hostages and 
escort them to the stairway before holding. At code 
Delta, take the hostages to the extraction zone. 


Fig. 9-31. Before entering 1-F, shoot the tango up on the Fig. 9-34. Throw a flashbang over the railing before you 
balcony using Sniper view. take out the tango in room 2-P, 


Fig. 9-32. Be wary of a tango descending the stairs as Fig. 9-35. A tango lies dead ahead as Red Team enters 
you enter 1-E, the Forbidden City. Watch for the tango in area 1-E, as 
well. 


Fig. 9-33. Clear out the courtyard from inside building Fig. 9-36. Take out the two tangos in arca 1-M before 
L-). holding at the stairway. 
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Fig. 9-37. Throw a flashbang over the railing to stun the 
tango before rushing up to the second floor and rescuing 


the hostages. 
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Fig. 9-39. The three teams take the hostages to the 


courtyard extraction zone. 
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Green Team 

Green Team will face only one tango, because Blue 
‘Team has cleared its path already. Hold at the inser- 
tion zone for code Charlie. Then go through 1-B 
and 1-G into building 1-J. Hold at the stairway. At 
code Charlie, set the ROE to Clear, move halfway 
up, and throw a flashbang about 40 degrees right, 
over the railing. After it goes off, rush up the stairs 
and kill the tango. Escort the two hostages to the 
stairway and hold for Code Delta. Finally, take the 
hostages to the extraction zone. 


Notes 


You should begin in control of Blue Team. Clear 
out the areas along your path. Usually, you can give 
Red and Green teams codes Bravo and Charlie, 
respectively, after you clear courtyard 1-H. 

The computer has no trouble with Green Team, 
but Red Team can run into trouble taking out the 
two tangos in area 1-M. You may want to control 
them through this area. All teams will hold ar the 
stairways. It doesn't matter which goes first, but you 
should control their assaults to rescue the hostages. 
When all hostages have been rescued, give code 
Delta to return all teams to the extraction zone. 
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Mission 5-Operation: 


Eagle Watch 


041301 0300 
Washington, 0.6. 


Mission Orders 


Members of the Red Sun Brigade posed as tourists 
to get past security at the capitol building. Inside, 
they killed a security officer and secured hostages— 
along with a cache of weapons. Police managed to 
clear the building and have blocked off exits. Recon 
tells us there's a bomb in the building, controlled by 
a terrorist via remote. Defuse the bomb before you 
approach the Senate chamber, or the tango will ser it off. 
We've ser up heartbeat sensors around the capitol building, 
so you should have full information on terrorist locations once 


vou ve inserted. 


Objectives 


1. Prevent bomb detonation. 
1. Reseve both hostages. 


Mission Data 


Difficulty Level Terrorists 
Reeruil 1 
Veteran r] 
Elite Lr] 


Kostages 


Other 
{Bond 
{Bomb 
{Bond 


Fig. 9-40. Terrorists have planted a bomb in the U.S. 
capitol building and hold a Senator and an aide hostage. 
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Team Assignments 


Operative Primary Secondary dot 1 dlot 2 Uniform 
Ghavel MP55Ds 4 Mark-50 Frag Grenade Flashbaag Urban Medium 
Johnston MP5SD5 46 Mark-S0 rag Grenade Flashbang Urban Medium 
Yacoby MP55D5 Ab Mark-50 Fraq Grenade Flashbang Urban Medium 
Operative Primary Secondary Slot 1 Slot 2 Uniform 
Price MP5SD5 A5 Mark-50 Frag Grenade Flashbang Urban Medium 
Weber MP55D5 A Mark-SD Fraq Grenade Flashbang Urban Medium 
Raymand MP5SD5 Ab Mark-50 Frag Grenade Fashband Urban Medium 
Greenleamn DT dl 
Operative Primary Secondary slat 1 òlot 2 niform 
Walther MP55Ds Ao Mark-50 Frag Grenade Flashbang Urban Medium 
MeAllen MP5sDs 4e Mark-5l Frag Grenade Demolitions Kil Úran Medium 


Map 9-5: 


1 is up 


Operation: Eagle Watch, Mission 5 


Map 9-5 (cont, Operation: Eagle Watch, Mission 5 


extraction zone 


Ee 4 an”. 
RIT 
re, 


insertion zone 


Legend 


T) Terrorist 
(#) Hostage 
EJ taccerup 
f/_ tadder oun 


Stairway Reterence 

Locked Door 

Uniocked Door 
1-A Room Designation 


(first floor, first 
room) 


| Stream 


stairs up 


Tom Clancy's 
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Give your teams the 
Clear order as they enter 
a Fôoinbr a hallway 
where you expect some 
resistance. This keeps 
computer-controlled 
operatives ready to kill 
tangos in surrounding 
areas, as well as along 
the waypoints. 


Fig. 9-41. Blue Team takes the lead and clears the hall- 
ways of the first floor. 
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Strategy 


This can be a difficult mission, but you don't have to do it 
alone. Just control Blue Team, and the computer can take care 
of the rest. 

This mission’s objectives are twofold. First, disarm a bomb 
on the ground floor. Then rescue two hostages held in the sen- 
ate chamber on the second floor. One team goes after the 
hostages, another disarms the bomb, and the third provides 
support for the first two. Heartbeat sensors have been placed 
all around the building, so your teams needn't carry this item. 


Blue Team 

You should control Blue Team. Although its main task is to 
rescue the hostages, it also will help clear the ground floor of 
tangos. From the insertion zone, head through 1-B to 1-E and 
then hold at 1-G. You'll have to kill several tangos along che 
way, but as long as you stay quiet, no one will come 
looking for you. 

At code Alpha, after the bomb has been dis- 
armed, head up stairway 2. A tango guards the foot 
of the stairs, so take him out before rushing in. 

At the top of the stairs, make sure no tangos 
wait to ambush you, and then head to 2-C. Open 
the door while standing to one side and take out 
the two tangos on your level, as well as others in 
the balcony above. Two or three tangos wait on the 
balcony above che door, as well. Face the door and 
look up; then slowly walk backward until you can 
throw a frag grenade onto the balcony and kill 
them all. 

Witch che chamber clear, escort the hostages out and down 
stairway 2. Continue to the extraction zone at 1-A, following 
the path you took earlier. Be careful: you may encounter a 
tango or two on the way. 


Red Team 
Red Team'’s job is to provide support for Blue and Green teams 
as they perform their tasks. From the insertion zone, rush into 


area 1-B and hold near the doorway into chamber 
1-C. A couple tangos wait in this room. 

At code Bravo, rush down to l-I and cover the 
hallways while Green Team disarms the bomb. 
Following the next code Bravo, rush up stairway | 
to the second floor and proceed to 2-A, and then 


v 


2-B. Hold at this last point and cover Blue Teams 


\ 
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egress route after it rescues the hostages. When vou 
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receive code Delta, rush down stairway 2 and lead 
Blue ‘Team back to the extraction zone, taking out 
any tangos along the way. Fig. 9-44. Watch ouc for the tanga guard at the foot of 


hi rs 


8 {| / 


Fig. 9-42. If you enter room 1-E, you'll find a library 
where a tango hides behind some bookshelves. Move 


Fig. 9-45. Open the door to the Senate chamber 
carefully. You must take out both the tangos on the 
floor and those in the balcony above. 


quietly into the room and shoot him throngh a gap in 


the books. 


Fig. 9-43. While Green Team takes care of the bomb, Fig. 9-46. Red Team covers chamber 1-C while Blue 
cover stairway 2. One or two tangos may walk out. Drop Team advances down the hallways. There are tangos on 
them before they can cause trouble. the floor and up in the balcony. 
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Fig. 9-47. Cover the hallway while Green Team deacti- 


vates the bomb. 


Á | p 


f- 


pe, goan 
kif 4 


Fig. 9-49. Let the demolitions expert do his job. With 
the bomb disarmed, the mission is half completed. 
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Green Team 

Green Team's mission—disarm the bomb—is easy. 
In fact, if the other two teams do their jobs, Green 
Team won't have to kill any tangos. From the start, 
move through 1-B and hold at 1-D. When you get 
code Charlie, head to room 1-H and disarm the 
bomb. With your task complete, head back to the 


extraction zone and wait for the mission to end. 


Notes 


This mission is fairly straightforward. If you com- 
mand Blue Team, the computer will have no trou- 
ble taking control of Red and Green teams. Take 
Blue Team all the way to 1-G and cover the halls 
and stairs. Give codes Bravo and Charlie to send 
Red Team to cover 1-1 and Green Team to disarm 
the bomb. When Green Team reports that the 
bomb is deactivated, give codes Alpha and Bravo. 

Take Blue Team upstairs to rescue the hostages, 
while Red ‘Team clears che hallways on the other 
side of the second floor. When the hostages are 
being escorted, give code Delta to send Red Team 
out ahead of you to cover the escape route for Blue 
Team and the hostages. The mission ends when the 
hostages arrive at the extraction zone. 


Fig. 9-50. The hostages are rescued safely and escorted 
to the extraction zone. 


GHAPTER TEN 


MULIIPLAYER 
ADDITIONS 


Along with the five new single-plaver missiens, 
Wiek you can also play in cooperauve multiplay- 
Br mde, Sage Warch alls several mew mission 
Eppes and maps. You can use the three new 
weapons agdinst other humaán opponents, as well 
Phe follwing paragraphs cover additions mo the 
muluplayer game. 


New Adversarial Games 


‘This mission pack gives you six new mission 
types from which to select adversarial games. All 
are great for as many players as you can get 
together. 


Assassination 

In assassination games, each team has a leader, 

who looks like a civilian, at its base. The object is 
to locate and kill the other team’s leader before it kills yours. There are a couple of ways to play this 
mission. You could just sit back at your base and take out the enemy team as it comes after your 
leader, and then go after the opposing leader. Or you can leave a guard or two at the base and send 
the rest of your team out to hunt down and kill the other teams leader. 
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Scatter Assassination 

This game resembles Assassination except the oper- 
atives of each ream are scattered about the map 
instead of beginning together at the base. 


Terrorist Hunt 

The mission gives multiplayers an extremely com- 
petitive mixture of team survival and terrorist hunt- 
ing. Each team begins at a base. Your goal is to be 
the first team to eliminate half the terrorists with- 
out being taking out yourselves by che opposing 
team. (Of course, nothings to keep you from killing the ocher 
team.) This is a good game for two or three players, because it 
gives each team more to shoot at. 


Scatter Hunt 


Scatter Hunt is like Terrorist Hunt except teams begin scat- 
tered about the map rather than together at a base. 


save Your Base 


In this interesting game type, each team begins at a base and 
must locate a detonator of corresponding color. The detona- 
tor will set off a bomb at the base unless the team can deacti- 
vate it before the other team can do the same. 

Although the primary objective is to locate the detonator 
and shut it down, it's also a good strategy to locate the other 
team's detonator and guard it. The longer you can prevent the 
enemy from deactivatng theirs, the more time your team has 
to find its own. 

It's a good idea to designate one or two team members 
demolitons specialists. They should carry a demolitions kit to 
help them disarm the bomb quickly. The player deactivating 
the detonator is a sitting duck, so protect that player as he or 
she works. 


a 
erdee 
ID 

N 4 

A 


SARKAR 
„. ……rr. 


Fig. 10-1. In Assassination games, 
vou must kill the other team’s 
leader—the one who looks like a 


ctviltan. 


fen 


The base where your 
leader is located isn't 
alivays the best place to 
maintain a good defense, 
so you may want to con- 
sider taking him some- 
place safer. To move 
your leader, choose the 
Escort ROE and the 
leader will follow you. 
Remember to change the 
ROE once he is in a safe 
place so you dont lead 


him into danger. 
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Fig. 10-2. In Save Your Base games, 
your team must locate your detonator 
and disarm it before the other team 
can deactivate their detonator. 


Fig. 10-3. From the balconies of the 
two-story buildings, you can snipe at 
the other teams and even throw 
grenades down on them. 
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Scattered Teams 


Scattered Teams resembles Team Survival from the 
original game in that the objective is to kill all 
opposing players. However, in Scattered ‘Team, all 
players start scattered about the map rather than 
together at their team bases. 


New Maps 


With the five single-player missions come five new 
multiplayer maps. All make for challenging games. 


Shuttle Pad 


This is an excellent map for all game types, especially 
Stronghold and Assassination games, because it provides some 
great areas to hole up. ‘The combination of inside and outside 
areas also allows you to engage in both long-range sniping and 
close-quarters combat. 


Taj Mahal 
This large building can be a lot of fun. The many 


small rooms provide some close combar. The long 
hallways can be deathtraps if an attacker isn't carc- 
ful. Because the building is a museum, there are a 
lot of glass cases you can shoot up for extra noise, 
which you can use as a diversion. 


Big Ben 

Big Ben makes a great multiplayer map. All the balconies— 
ideal for ambushes— allow for a variety of defenses. The clock 
tower provides one long kill zone. When playing Assassination 
games where the clock tower isn't a base, try to get your leader 
to the top for easier protection. 


Forbidden City 
The Forbidden City can be a challenging map. All three two- 
story buildings have balconies from which snipers can fire 


down on other teams. Take a lot of grenades to throw over 


walls, either from ground level or from balconties. Sometimes 
vou can throw grenades into the other teams base from the 


central buildings balcony. 


Capitol. Building 

This map is ideal for anv adversarial game. Its balconies, stair- 
cases, many rooms, and doorways allow for some major fire- 
fights and great ambushes. For the Capitol Building, consider 
taking breaching charges along to make a big entrance. Several 
long hallways are useful for defense. Stay far enough from cor- 


ners to avoid losses to corner-tossed enemy grenades. 


Maps with Terrorists 

Several adversarial game types allow you to choose a map fea- 
turing terrorists. This can add a lot more adventure, especially 
when only a few players are participating. I's also exciting in 
large games, because bullets will fly evervwhere. Try different 
tvpes of games with terrorists, but remember to take enough 


< 


ammo for all the targets. 


City Street Large 

This is the same area from the Fire and Movement Training 
exercise with underground passages and the ability to enter all 
of the buildings. While the area ts quite small, it allows for 
some great ambushes and makes a quick game. Be sure to 
watch your back because most buildings have more than one 
entry. 


Killhouse 2 

This area builds on the two-story killhouse by adding a second 
and identical killhouse. Though it is a small battle area, attacks 
on enemy bases can be deadly if vour opponent sets up a good 
defense. Bring along grenades for throwing around corners and 


set up snipers on the roofs. 
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Arnavista, santiago Assault 
Beekenbaner lars __Demolitions 
Bogart, Daniel Assault 
Burke, Andrew Assault 
Chavez, Ding Assault 
OuBarry, Alain Flectronies 
Filatov, Genedy Assault 
Haider Karl Assanlt 
Hanley, Timothy Assan 
Johnston, Homer Assault 
tofguist, Annika Eleetronies 
loiselle, Lonis Assault 
Maldini, Antonio Recon 
MeAllen, Roger emolitians 
Morris, Gerald Oemolitions 
Noronha, Alejandro Assault 
Prige, Eddie Assault 
Hakuzanka, Kazimiera Assault 
Raymond, Renee Assault 
bweeney, Kevin Recon 
Walther, Jarg Assault 
Weber Dieter Assault 
Woo, Iragy Recon 
Yacoby, Ayana Recon 
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Stealth 


A 
Actions, special, 57 
Advance mode orders, 63, 82 
Adversarial multiplayer games, 
166-170 
maps for, 168-170 
new in Eagle Watch, 210-212 
special tactics for, 167-168 
types of missions for, 166-167 
Aggression attribute, 11. See also indi- 
vidual team members 
Airport map in adversarial game, 169 
Airstrip escape attempt with biological 
agents (Mission 8), 108-113 


Amazon Research Outpost map in 
adversarial game, 170 


Ark of Phoenix/Horizon Corporation 
(Mission 16), 154-161 


Arnavisca, Santiago, personal informa- 
tion, background, and notes for, 13 

Arrow keys to move and strafe, 1, 3 

Assassination adversarial game, 210 

Assault specialists, filling in teams 
with, 63 

Assault specialty, 12. See also individ- 
ual team members 


Athlete’s Village map in adversarial 
game, 170 


B 


Basic training, 1-10 

Beckenbauer, Lars, personal informa- 
tion, background, and notes for, 14 

Belgian Embassy (Mission 1), 66-71 

Bennelli MI shotgun, 35 

Beretta 92FS 9mm-SD pistol with 
silencer, 37 


Beretta 92FS pistol, 37 
Big Ben (London) (Eagle Watch 
Mission 3), 192-197 


Big Ben map in adversarial game, 212 
Bio Lab map in adversarial game, 169 
BioDome map in adversarial game, 


170 


Biological warfare installation in 
Idaho (Mission 7), 102-108 
Biosuit, 48, 155 
Black light, medium, and heavy uni- 
forms, 41 
Blitz speed, 62 
Blue Team, exercises giving control of, 
5) eb, 
Bogart, Daniel, personal information, 
background, and notes for, 15 
Bombs, disarming 
in athlete's village (Mission 15), 
148-154 
on North Sea oil drilling rug 
(Mission 3), 77-83 
Bravo |W] to search offices for 
hostages, 55 
Breaching 
devices for, 7 
door, 8, 35, 165 
orders for, 62 
uniforms for, 40 
Breaching and clearing, 49-52 
Breaching charge, 39 
selecting, 8 
when to use, 50, 53 
Briefing screen in planning stage, 
58-59 
Briefing stage in planning mission, 61 
Brightling, John 


capture of (Mission 16), 154-161 
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computer terminal of (Mission 12), 


131-136 


British neo-Nazi terrorists’ seizure of 


European mint (Mission 9), 
113-118 


Burke, Andrew, personal information, 
background, and notes for, 16 


C 


Calderon, Ramon (Mission 4), 84-89 
Camouflage light, medium, and heavy 


aniforms, 42 
Campaigns. See Missions 
Capitol Building map in adversarial 
game, 213 
CAR-15 assault rifle, 35 
in Shooting Range, 6 
Characters, controlling, 1 
Chavez, Ding 
command specialty of, 12 
as operational leader of Rainbow Six, 
rs 
personal information, background, 
and notes for, 17 
tutorial using, 2-3 
Clark, John, in briefings, 61 
Clear mode orders, 62 
Climbing platform, 3 
Colt M-16A2, 35 
Command specialty, 12 


Congo Mansion map in adversarial 
game, 168 


Control (commander), briefings by, 
58, 61 
to activate Sniper mode, 6 


Cooperative missions, 163-166 


D 


Dam map in adversarial game, 169 
(DELETE) to load second clip, 5 


Delta (R] to return teams to starting 
positions, 55 
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Demolition Range, practicing breach- 
ing at, 8 

Demolitions attribute, 12. See also 
individual team members 

Demolitions kit, 39 

Demolitions specialist, when to use, 
63 

Demolitions specialty, 12. See also 
individual team members 


Demolitions team, substituting other 
teams to manually disarm bombs 


for, 102 


Desert light, medium, and heavy uni- 
forms, 43 


Door, opening, 7 
Door charge, 7 


Double Bluff misston in adversarial 
game, 167, 170 


Double Stronghold mission in adver- 
sarial game, 166, 170 


Double-Room Kill House, 52 


DuBarry, Alain, personal information, 
background, and notes for, 18 


E 


Eagle Watch Mission Pack 
new missions in, 180-208 
new operatives in, 174-178 
new weapons in, 179 
Electronics attribute, 12. See also indi- 
vidaal team members 
Electronics kit, 40 
Electronics specialists, 127 


Electronics specialty, 12. See also indi- 
vidual team members 


Elite level campaigns, 58 
Embassy map in adversarial game, 168 


END key to crouch to avoid exposure, 
2 


Engage mode orders, 62-63 
Escort mode orders, 63 
Estate map in adversarial game, 170 


European mint, seizure of (Mission 9), 
113-118 
Execute screen 
in planning mission, 64 


in planning stage, 6Ì 


F 


(F1 _) to toggle between first- and third- 
person views, 2 
Filatov, Genedy, personal information, 
background, and notes for, 19 
Fire and movement exercise, 10 
Firearms, 3-5, 33-40 
accuracy of, 4-5 
arming team members wich, 60, 63 
firing, 4 
as inactive during heartbeat sensor 
use, 168 
practicing, 5 
safety on, 4 
Fircarms attribute, 12. See also indi- 
vidual team members 
Flashbangs, 9-10, 38 
when to throw, 50, 52, 53, 54 
Forbidden City (Eagle Watch Mission 
4), 197-202 
Forbidden City map in adversarial 
game, 212 
Fragmentation grenades, 9, 10, 38 
when to use, 50, 52 
Free Europe (Mission 1), 66 
Full Watch Mode to view actions of all 
teams, 180 


G 


Game Creation screen, 163 
Go codes 
to control other teams, 61, 62 
practice using, 73 
to provide pauses for players to jump 
from team to team, 180, 184 


Green Team, Go code Alpha to send, 
55 


Grenade practice, 9-10 


Grenades, 9 
Grenades attribute, 12. See also indi- 
vidual team members 


H 


Hacienda map in adversarial game, 
168 


Haider, Karl, personal information, 
background, and notes for, 20 


Hanley, Timothy, personal informa- 
tion, background, and notes for, 21 
Heartbeat sensor, 39 
for cach team in mulriplayer games, 
165 
only on teams with Advance orders, 
63, 82 
players on same level shown by, 167 
as useless on stairways, 168 
weapons as inactive during use of, 
168 
when to use, 50, 53 
Heckler & Koch G3A3 assault rifle, 
179 


Heckler & Koch G36K assault rifle, 
179 


Heckler & Koch MK23 handgun, 36 
Heckler & Koch MPS5A2 submachine 
gun, 3á 
in Single-Room Kill House, 51 
Heckler & Koch MPSK-PDW subma- 
chine gun, 34 
Heckler & Koch MPSSDS with 
silencer, 34 


Heckler & Koch M23-SD handgun 
with silencer, 36 


Heckler & Koch USP pistol, 36 


Heckler & Koch USP-SD pistol with 
silencer, 37 


Hendrickson, Bill, capture of (Mission 
13), 137-142 
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HKMP5-A2, character armed at 
Shooting Range with, 5 


Horizon Corporation 

Ark of, 154-161 

computer system information about 
Phoenix Group plans at (Mission 
12), 131-136 

Hostage rescues 

in adversarial games, 167 

in athlete’s village (Mission 15), 
148-154 

avoiding killing hostages during, 39, 
pi U) 

in Belgian Embassy (Mission 1), 
66-71 

in Big Ben, London (Eagle Watch 
Misston 3), 192-197 

breaching and clearing during, 
4950 

in Capitol building (Eagle Watch 
Mission 5), 203-208 

in dam between Hungary and 
Slovakia (Mission 6), 95-102 

in drug lord's house (Mission 4), 
84-89 

escorting hostages to safery during, 
63 

in European mint (Mission 9), 
113-118 

in Forbidden City (Eagle Watch 
Mission 4), 197-202 

in Hendrickson's motorcade 
(Mission 13), 137-142 

in Horizon Ark (Mission 16), 
154-161 

in North Sea oil drilling rig (Mission 
3), 77-83 

in Shuttle Buran site (Eagle Watch 
Mission 1), 181-187 

in Southampton Harbor (Mission 
10), 118-125 


tactics for. 53=9/ 
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in Taj Mahal (Eagle Watch Mission 
Om 8192 

in WHO research station (Mission 
2), 72-76 

in WorldPark amusement park 
(Mission 5), 89-94 


I 
IMI .50 Desert Eagle hand gun, 179 
Intel screen 
in planning missions, 61 
in planning stage, 59 
Internet, multiplayer Rainbow Six on, 
162 


J 


Johnston, Homer, personal informa- 
tion, background, and notes for, 175 


Jumping, 2 


K 


Kill House Two-Story map in adver- 
sarial game, 168 
Kill Houses 
in cooperative multiplayer games, 
163 
double-room, 52 
office, 53-55 
practicing breaching and clearing in, 
50 
single-room, 51 
two-story, 55-—5/ 
Kit screen in planning stage, 60 


Kunst, Roland, as informant (Mission 


6), 95-102 


L 


Landmarks to provide information 
about terrain and structures, 61 


Lang, Anne 


disappearance in Brazil of (Mission 


phone bugged for link to Phoenix 


Group at home of, 126-130 


Leadership attribute, 11. See also indi- 
vidual team members 


Local area network (LAN), multiplayer 
Rainbow Six using, 162 
Lockpick kit, 40 
for picking locks on doors, 7, 8 
Lofquist, Annika, personal informa- 
tion, background, and notes for, 22 


Loiselle, Louis, personal information, 
background, and notes for, 176 


M 


(M) key to toggle between full-screen 
and action vicws of map, 2 


McAllen, Roger, personal information, 
background, and notcs for, 24 
Magazine, time to change, 5 
Maldini, Antonio, personal informa- 
tion, background, and notes for, 23 
Maps in adversarial games, 168-170, 
212-213 
Maze, 2-3 
Mint map in adversarial game, 169 
Missions, 65-161, 180-208, See also 
individual missions 
background and story line for, 59 
cooperative, 163 
Eagle Watch, 180-208 
ailed, making planning changes fol- 
lowing, 64 
objective for, 58 
orders for, 58 
planning, 61-64 
starting, O4 
strategy contents for, 65 
rools for, 33-48 
tvpes of adversarial game, 166-167 
Morris, Gerald, personal information, 
background, and notes for, 25 


Movement, keys for, 1-2 


Mplayer, multiplayer Rainbow Six 


using, 162 
Multiplayer Rainbow Six, 162-170 

adversarial missions in, 166-170 

communicatons in, 163-166 

cooperative missions in, 163-166 

host plaver in, 166 

Operaton: Deep Magic, Mission 12, 
for, 136 

Operation: Razor Ice, Mission 10, 
for 12e 

tactics in, 165 

voice option for, 164 


Multiplayer screen, 162 


N 


Nomar terrorists (Eagle Watch Mission 
3), 192-196 


Noronha, Alejandro, personal infor- 
mation, background, and notes for, 


26 
North Sca oil drilling rig (Mission 3), 
77-83 


Numeric keypad to move and turn, 1 


O 


Obstacle course, 2-3 
Office Kill House, 53-55 
Oil Rig map in adversarial game, 168 
Operation: Angel Wire (Mission 3), 
77-83 
maps for, 79-81 
mission dara for, 77 
mission orders for, 77 
notes for, 83 
strategy for, 78-79, 82-83 
team assignments for. 78 
Operation: Black Star (Mission 14), 
143-148 
maps for, 145-146 


mission data for, 143 


En 
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mission orders for, 143 


notes for, 107-108 
strategy for, 105-107 
team assignments for, 103 


notes for, 148 
straregy for, 144, 146-148 


team assignments for, 144 


Operation: Ghost Dance (Mission 5), 


Operation: Blue Sky (Mission 6), 89-94 


95-102 
maps for, 97-99 
mission data for, 95 
mission orders for, 95 
notes for, 101-102 
strategy for, 96-101 


team assignments for, 96 


Operation: Cold Thunder (Mission 2), 


72-76 
map for, 74 
mission data for, 72 
mission orders for, 72 
notes for, 76 
strategy for, 73, 75-76 
team assignments for, 73 
Operation: Deep Magic (Mission 12), 
131-136 
maps for, 133-135 
mission data for, 131 
mission orders for, 131 
notes for, 135 
strategy for, 132-133, 135 
team assignments for, 132 
Operation: Eagle Watch (Eagle Watch 
Mission 5), 203-208 


maps for, 204-205 

mission data for, 203 

mission orders for, 203 

notes for, 208 

strategy for, 206-208 

team assignments for, 204 
Operation: Fire Walk (Mission 7), 

102-108 


map for, 104 
mission data for, 103 


mission orders for, 102-103 
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maps for, 92-94 
mission data for, 90 
mission orders for, 89 
notes for, 92-93 
strategy for, 90-92 


team assignments for, 90 


Operation: Lion's Den (Eagle Watch 
Mission 3), 192-197 


map for, 193-194 
misston data for, 193 
mission orders for, 192 
notes for, 196 

strategy for, 195-196 


team assignments for, 193 


Operation: Little Wing (Eagle Watch 
Misston 1), 181-187 


maps for, 182-183 
mission data for, 181 
mission orders tor, 181 
notes for, 186-187 
strategy for, 184-186 


team assignments for, 182 


Operation: Lone Fox (Mission 13), 
137-142 


map for, 139 

mission data for, 137 
mission orders for, 137 
notes for, 142 

strategy for, 138, 140-142 
tango schedule for, 142 


team assignments for, 138 


Operation: Mystic Tiger (Mission 16), 
154-161 


maps for, 156-159 
mission dara for, 155 


mission orders for, 154-155 


notes for, 161 
strategy for, 155, 160-161 
team assignments for, 155 
Operation: Razor Ice (Mission 10), 
118-125 

map for, 120-122 

mission dara for, 119 

mission orders for, 118-119 

notes for, 125 

stratcgy for, 120, 123-124 

team assignments for, 119 
Operation: Red Lightning (Eagle 
Watch Mission 4), 197-202 

maps for, 199-200 

mission data for, 197 

mission orders for, 197 

notes for, 202 

strategy for, 198, 200-202 

team assignments for, 198 


Operation: Red Wolf (Mission 9), 
113-118 

maps for, 115 

mission data for, 114 

mission orders for, 113-114 

notes for, 117-118 

strategy for, 114, 116-117 

team assignments for, 114 
Operation: Sapphire Rising (Eagle 
Watch Mission 2), 187-192 

maps for, 189-190 

mission data tor, 187 

mission orders for, 187 

notes for, 191-192 

strategy for, 188, 190-191 

team assignments for, 188 
Operation: Steel Wind (Mission 1), 
66-71 

maps for, 68, 69 

mission dara for, 66 

mission orders for, 66 


notes lor, 71 


strategy for, 68-71 


team assignments lor, 67 


Operation: Sun Devil (Mission 4), 
84-89 


maps for, 86-87 
mission data for, 84 
mission orders for, 84 
notes for, 88-89 
strategy for, 85-88 


team assignments for, 85 


Operation: Wild Arrow (Mission 15), 
148-154 


maps for, 150-151 

mission data for, 149 
mission orders for, 148-149 
notes for, 154 

strategy for, 152-153 


team assignments for, 149, 152 


Operation: Winter Hawk (Mission 8), 
108-113 


map for, 111 

mission data for, 109 
mission orders for, 108-109 
notes for, 113 

strategy for, 110, 112 


team assignments for, 109 


Operation: Yellow Knife (Mission 11), 
126-130 


maps for, 128-129 
mission data for, 126 
mission orders for, 126 
notes for, 130 

strategy for, 127-129 


team assignments for, 127 


Operatives. See Team members 


Parliament members (London) (Eagle 
Watch Mission 3), 192-197 

Periad on keypad ta change weapan’s 
rate of fire, 4 


fg Fem Claneys ____ 
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Phoenix Group 


airstrip escape attempt by (Mission 
8), 108 

bugging Anne Langs home phone 
for information about (Misston 
1126 


Hortzon Corporation's computer 


information about virus release by 


(Mission 12), 131 K 


kidnapping of Catherine Winston by 


(Mission 10), 118 
Rainforest 2000 VIPs held hostage 
in Brazil by (Mission 14), 143 
secret biological warfare installation 
in Idaho run by (Mission 7), 102 
takeover of dam between Hungary 
and Slovakia by (Mission 6), 95 
takeover of North Sea oil drilling rig 
by (Misston 3), 77 
virus release at athlete's village by 
(Mission 15), 148 
virus release at Sydney Olympic 
Games planned by (Mission 13), 
17 
Pistol, accuracy of, 4, 36 
Plan screen in planning stage, 60 
Planning operations, 58-64 
seven screens for, 58 
Price, Eddie, personal information, 
background, and notes for, 177 


Profile attributes of team members, 
11. See also individual members 


(Q) key to move Red Team, 52, 55 


R 


Radio discipline in cooperative mis- 
sions, 164-165 

Rainforest 2000 Brazilian hostages 
(Mission 14), 143-148 


di 
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Rakuzanka, Kazimiera, personal infor- 
mation, background, and notes for, 
A 


Rate of fire of guns, 4 


Raymond, Renee, personal informa- 
tion, background, and notes for, 28 


Recon specialty, 12. See also individual 


team members 
Recon stage in planning mission, 61 


Recon/Regronp mission in adversarial 
game, 167 
Recruit level campaigns, 58 
Red Team, Go code Alpha to send, 52, 
55 
Rifles 
accuracy of, 4 
settings on, á 
Road Ambush map in adversarial 
game, 170 
Roster Selection screen 
in planning mission, 63 
tn planning stage, 59 
Rules of Engagement (ROES) 
changing, 60 


speed and mode, 62 


S 


Safety speed, 62 
Save Your Base adversarial game, 211 


Scatter Assassination adversarial game, 
zl 


Scatter Hunt adversarial game, 211 


Scattered Teams adversartal game, 
211-212 


Self-control attribute, 11. See also 
individual team members 


Ship map in adversarial game, 169 

Shooting Range to practice using 
firearms, 5-6 

Shotgun blast to open door, 7-8 

Shuttle Buran (Eagle Watch Mission 
1), 181-187 


Shuttle Pad map in adversarial game, 
202 

Sikh terrorists, 187-192 

Single-Room Kill House, 51 

“Six” as overall leader in multiplaver 
games, 164 

Skill attributes of team members, 
11-12. See also individual members 

Skyscraper map in adversarial game, 
170 

Sniper mode, activating, 6 


Southampton Harbor, Catherine 
Winston held hostage in (Mission 
10), 118-125 

Square bracket keys ([ and J) to zoom 
in and out, 2 


Stamina attribute, 11. See also individ- 
ual team members 


Standard speed, 62 


Status reports in multiplayer games, 


165 


Stealth attribute, 12. See also individ- 
ual team members 


Strafing left or right 
arrow keys for, 1 
(S) key for, 1 
Stray hullets, 4 
Street light, medium, and heavy uni- 
forms, 44 


Stronghold mission in adversarial 
game, 166, 168, 169 


Stun grenades. See Flashbangs 

Submachine guns, scttings on, 4 

Survival mission in adversarial game, 
166 

Sweeney, Kevin, personal information, 
background, and notes for, 29 


T 


Tactics, 49-57 


in cooperative missions, 165 


ER …Taj Mahal (Eagle Watch Mission 
2), 187-192 


Taj Mahal map in adversarial game, 
212 
Tan light, medium, and heavy uni- 
forms, 45 
Tangos (terrorists) 
assuming, a room contains, 50 
clearing room of, 50 
Double-Room Kill House to prac- 
tice clearing rwo, 52 
mulciplayer games having maps fea 
curing, 213 
Office Kill House to practice clear 
ing four, 53-55 
Single-Room Kill House to practice 
clearing, single, 51 
Two-Srtory Kill House to practice 
clearing six, 55-57 
Targeting reticle, 34 
Team Assignment screen 
in planning mission, 63 
in planning stage, 60 
Team members, 11-32. See also indi- 
vidual operatives 
attribures of, 11-12 
choosing, 59 
in cooperative multiplayer games, 
163 
naming, 164 
new in Eagle Watch, 174-178 
organizing teams of, 60, 61 
replacements for, 73 
roster of, 59, 214 
selecting fircarms for, 60 
spacing between, 165 
specialties of, 12 
Team Survival mission in adversarial 
game, 166, 168 


Teamwork attribute, 12. See also indi- 
vidual team members 


Teams 
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breaching instructions for, 62 


building, 63 
maximum of four, 60 
selecting one of, 61 
Terrorist Hunt adversarial game, 211 
Terrorists. See Tangos (terrorists) 
3 key 
to select breaching charge, 8 
to select current item, 9 
Tools of the trade, 33-48 
Training menu 
Door Breaching to access 
Demolitions Range from, 8 
Open Training to access shooring 
range from, 6 
Two-story Kill House, 55-57 
map of, 56 


U 


Uniforms, 40-48. See also individual 


uniforms 
assigning, 40 
choosing, 64 


Urban light, medium, and heavy uni- 
forms, 46 


V 


Veteran level campaigns, 58 
Views, toggling between first- and 
third-person, 2 
Virus release, Ebola brahma 
Horizon Corporation's computer 
data about (Mission 12), 131-136 
by Phoenix Group in athlete's village 
(Mission 15), 148-154 
by Phoenix Group planned for 
Sydney Olympic Games (Mission 
See ED 
by Phoenix/Horizon conspirators in 
the Horizon Ark (Mission 16), 
154-161 
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Voice option as useful for multiplayer 
games, 164 


W 


Walther, Jorg, personal information, 
background, and notes for, 30 


Water hazard, 3 


Water Ride map in adversarial game, 
168 


Waypoint 
assigning action to, 57 
multiplayer missions as having no, 
163 
plotting, tn planning mission, 62-63 
Weapons, 3-5, 33-40 
accuracy of, 4—5 
arming team members with, 60, 63 
firing, 4 
as inactive during heartbeat sensor 
use, 168 
new in Eagle Watch, 179 
practicing, 5 
safety on, 4 
Weber, Dieter, personal information, 
background, and notes for, 178 
Winston, Catherine 
held hostage by Huru rebels 
(Mission 2), 72-76 
kidnapped by Phoenix Group 
(Mission 10), 118-125 
Woo, Tracy, personal information, 
background, and notes for, 31 


Woods light, medium, and heavy uni- 
forms, 47 

World Health Organization research 
station (Mission 2), 72 

WorldPark amusement park, hostage 
tourists at (Mission 5), 89-94 


Y 


Yacoby, Ayana, personal information, 
background, and notes for, 32 


Z 


key on keypad 
to manipulate environment, 2, 3 
to perform special action, 57 


Zooming in and out with square 
bracket keys, 2 
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